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recent victory over the Empire 


garnered support for the Alliance. 
However, the Empire still h^s a 


stronghold over many of the systems 
In the galaxy. Your destiny is 
tO!^^ke over where the destruction 
of the Death Stiir left off. Seek control 


of more systems to solidify your 
position and strengthen your resources^ 
strike xt the heart of the Empire: 
Capture the headquarters at 
Coruscant, Darth Vader, and. 
the evil Emperor Palpatlne himself. 
Accomplish these tasks 
and you will eiUerse victoridus. 

The Force will be with you. 


The AgsravAting but ultimately Inef 


members of the pitiful Alliance 



•• 


secured a minor victory In the destruction 




"\ 


Death Star at Yavln. Nonetheless, 


their numbers are 









fluence Is 


scattered, and their defensi^s^!^‘e Vi^eak. 


Now Is the time to strike back. Increasing 


pur control throughout the galaxy will 
contribute to the resources we need to 
ihd our forces, and, possibly, rebuild 



the Death Star itself. Attack the heart of 
the Alliance directly and without mercy. 
Destroy Its headquarters, and capture its 
leader — Mon Mothma, and that perennial 
thorn In our side — Luke Skywalker — 
and you will triumph. 
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Overview 

S car Wars Rebellion" is a grand strategy 
game m which you take the control of 
cither tire cjalacitc Empire or the Rebel 
Alliance, managing resources, direciing key 
oharacicr:>. and assembling fleeis from a 
nusttT Coimnutid G'Dior This game is sot 
in [he him I ha; StcJi Wtfrs universe, imcl Lakes 
place shortly nher the destruction ot the 
original Death blar at Yavm 

Much ol the action m Star Wars 
Rebellion takes place on a galactic level, 
you Noe for comrcl ot systems, and use the 
resources trom the systems you control to 
build up your forces, Including your fleets. 


When > our Heels encounici those nf 
your opponent over a system, Star Wars 
Rebellion turns bom a grand strategy game 
to an exciting tactical one. In the laciical 
portion of ibe game, you cxcrcLse direct 
control over your flepis in battle, telling 
your lapluil ship> and lighters which enemy 
ships ic> target iind which maneuvers and 
missions to perlorm 

lb Win Star Wars RcbelUon, you must 
coordinate the resoui*ces at your command 
to lullill the gained specthc \iciory 
conditions, capturing or dcstrc>ylng your 
opponent’s headquarters and capuirlrtg utid 
holding your opponent^ iwo topckarucici^#; 
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victory Conditions 

Although dck^ftmg the opposing side* in 
hatile and inat'a^inj; popular ^uppon 
ihroughout the galaxy uill aid m winning 
ihe game, ihcia arc specific viuory 

you must iuUill in order to be 
the winrKT. Thc« condition* arc Jifforeni 
lor ihe Alliance and tlic Empire 


The plAyer controlling the 
Rebel Alliance must: 

♦ Capture atid hold Imperial 
headquaner* at Coruscant. 

♦ Capture and hold the following 
key charaacr* of the Empire ; 

♦ Emperor Palpal ln« 

• Darih Vadcr 


The player controlling the 
CalacHc Empire must: 

♦ Loatteand dc si my Alliance 
headquarier;:. 

♦ Capture and hold 1 he following 
key leaders of ihe Alhavce: 

♦ ^bel leader Mon Math in a 

♦ Luke Skywalker 


About This Manual 

This nunual js designed to get you up and 
running with Siar Wars Rebellion as quick- 
ly AS possible. *1 his manual assumes no prior 
strategic nr tactical game playing expciicnce, 
nor docs it assume you are a Window-s 95 
expen. The manual has live chapters, 
rnapped out as follows 

CHAPTER 1 commucs uuh an over- 
view of ihe game's key concepts Star Wars 
Rebellion is a richly complex ^mc, anti lo 



gc't tfie most out of ii you need lo base a 
gmsp tioi only of tliesc tesic concepts hui how 
they mUTrdatc This chapter also covci'b (he 
setup and Insiallatmn pinccduie for the game 

♦ f. HAPU K 2 IS a mtonal consisting of 
five ''mim-miwlons.'' Af.er you finish work- 
ing through this chapit”, you svill have ji 
good unde standing ol ihe gainr's controls 
and interface. 

CHAPTER .3 covers the bUuu'gle g-iine's 
inierface. fc*iiun:s, and icons in compleio 
dcniil, including the games key corntnande. 
You chould read this chnpter through at 
some polni after you’re comfoitabk wilh 
the game to make sure yow'n aware of all 
of ihe gatneV features i\^ you continue to 
hone your skills, keep ibis ohapicr on hand 
as a rct'crence. 

♦ CHAPTER 4 covers the laciical mode of 
gumopUy. Star Wars Rebel! Ion V nutiuil 
giime offers its owncomplemem ol excMIng 
play ^H)ssihl)lnc^. 

Cl I AFTER 5 covci-s head-to-head game 
play, so you can play Suit Wars Rebellion 
against ati other |>pri^oii over a LAN, Imenvfl, 
modem, or sen;d (null modcml connection. 

Following is an overview of the game 
and Star W’ars Rebellions key concepts. 

Popular Support and 
System Control 

L*fit' selling for Siar Wars Rebellion is 
galiLxv made up of .sertoi^, Each sector con- 
tains 10 planetiiry ^y.«;tcin^. (We'll call them 
simply ’systems.’ ) Sv'iieiri^ can be either 
unoccupied, neutral, com ml led by the 
Galactic Empire, or controlled by the Rebel 
Alliance. Tlie core systems Uhose at the 
comer of the galax>T are inhabit'd have 
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established rntrastrueuircs. al^d gcncially 
luve more resources than Run systems Tlie 
Rim systems are those on the Cialactic Rim 
winch arc unexplored ar tltc beginning of the 
^)iir\t' Mosi Rlm sysu'ins are uninhabited, 
liic few that ar»*n'i usually do nm hogin with 
u^ lar>;e an inlra^iniaure tin the c.'ur< system ^ 
Control] I n>; >>>remsf is a key to nee pi in 
biar Wars Rebellion, C cmrrol allows you 
to Ireely move loacs to a system and to 
give orders to the tadliues on that system 
Each system ui the galaxy contaura valuable 
resouiccs, which you can only use il the 
system IS under your control You can tap 
resources from each system that you control 
Popular .Su^/»nrt is the rtiftasuremenr of 
il local populates loyally to your side You 
•.at) u>nl[\>l a^yslcm by swaying ihe loyal L> 
ol a system to your cause tl a system is not 
loyal la your side, you can use force and 
plicc iroeips on u to take control ot u. Heiw- 



cver, systems that you take control of with 
troops may go into uprising 


ManufActurIns And 

Production 

SyMemj. hive rtrw mriicrfals you can mine and 
refine to support your mami lac curing chons, 
and to n*uuntain your troops and ships Mines 
draw raw materials Ironi systems Re/Jne/*ics 
convert the raw material youVe mined into 
refined maicnal. Refined material is used by 
manui'aciunng facilities to build unlt.s. 

Examples of manufacturing facilities and 
whai they produce arc: 

♦ COX'sTRUCTlOX YARDS. Build mines, 
refineries, sysiem defenses, and other 
manufaciuring facilnies 

TRAINING bAClUTlEb. Build troops 
and Special Forces 

♦ bHIPYARDb Build ships to strengthen 
your fleets 
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The comhimiuon of mines and refineries 
gives you malntenumc caitacUy to build and 
maimain new itcins, Mamrenaiue capacUy is 
a mcasunr of your abilily ui provide soppon 
fur all your uniis {like luel, food, ammuni- 
Lion, rcplauemcm pares, eic ). If you don'i 
have ibc capacuy 10 mainiain all your unlL^. 
some of tliein will have lo be removed. 

Siar Wars Rebellion is a m.ilufaccied 
game, imd mampulaungyour resources to best 
use IS ntu’ of the key challenges you'll face. 

Characteristics 
of Lach Side 

In Sinr Wais Rebellion you choose lo 
lake charge of either the Galacuc Empire 
or ihe Rebel .Mliance. Each side has disimc- 
tive characters, such as E>arth Vadet and 
Luke Skyw-alker All hough both sides have 
at ihcir disposal an arsenal of ship*^, no ops. 
and bpeaal Foacs, ihe specifu types and 
numbers a\'ailable of ihese uniis depend 
on which side you’re on If yoi/ft playing 
ihc Empire, you can build legions of 
ominous siormiroopers The Alliance, on 
ihf other hantJ. migln till ns fleets wnh 
X'Wing fighters like those used ro destroy 
the Death bear m ihe filmbia^ Wurs. The 
Gahiciir Empire rules ns ever wUh an iron 
fist, 11 you're on thisf side cun you attempt 
CO assassinate your enemies, or — if your 
resources arc suffidcnl — rebuild the mighty 
Death buir ii.se If. 

Characters 

One of your mosi imponam resources is ihn 
tharcuters at your disposal. Ihe characters, 
drawn from the St ur Wam tUm> and novels, 
have different strengths and abi.mt.'^ One key 


10 vvinmng ihe game will he learning how' ui 
\,i<c youT cha Tellers to their bisi advantage 
You nughi send Princess 1 el a on a Diplo- 
mmic mission iu sway a neutral system, Han 
bolo, on the other himd, would he hctccr 
sviled 10 load an hspioragc mission. You 
scan the game widi iibuui seven dtuniUers on 
your side. As che game progresses, you can 
recnjic morf eharacierb lo your cause. 'I here 
arc 60 tharacicrs in all. ^0 on each side 

Elements of Conflict 

Bdiifc IS inhere nt m Star Wars Rebellion. 
Conflict with your oppoiu'iu can occur 
between a tleeL and a pbnet'> defenv force?, 
or beiween two fleets m orbit above a .system. 
To succeed in the game, you need u> leant 
how the various oilcnsive and defensive 
componenis intcnelaie. 

♦ TROOP'? are military personnel such as 
Fleet regiments and siurrmroopccs 
Tltey can be either ground-based or 
assigned t<> fleets, 

♦ DEraNbkVI ' rACILniH$ proifct systems 
by .shielding them from bomhardincni 
or by firing on enemy fleets m orbit. 
l-ICnTERS arc small, mancuvcmblc 
ships I hat can aUucK ocher ships. 

♦ CAPITAL SHlPb are large ships suHed 
forbaUlt, hombardneni, canying llghtff^, 
or iranspopiing creops. or some combi* 
naricn ul ifie.se abilities 

♦ fHARAC'l LKS arc personnel at your 
disposal for rnissions arul tummand 
assignments, bomr character? are well- 
qualified to assume command of fleets, 
ships, and ground 'mops. 

♦ SPECIAL FORCES 5i re personnel you 
build III iraimng yaixls ihai can eath go 
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on hmlicd types of missions su^h as 
I 'pumage. Saboia^e. and Abduciion 
I I J'[ I S are primarily composed of 
capital ships, lighicrs, iroops. and 
characters. Yon draw fiecis logeiber 
from these disparate componenK, nroni 
hining y our OceK m nspim^e lo >\>ur 
opponenr:^ mo\rs or your own tlesire 
III expaiul the ierrju>ry you comn>l 

Star Wars Rebellion's 
Tactical Came 

I fieri* ari* two primary' moiks lo the game 
sO'tifegic iiml fneOVof. Mraiepcally' youu'ant 
iv gam broad support across the galaxy, 
bring systems under your conr ol, apply 
yentr vcsourccs lo opnmum aiKuniu^. and 
huild up (he fleeis neixl io viiiviy the 
gamc':^ vtriory loiuJi lions I vci' iu.il ly. how- 
ever, you'll eiKouriitf ihe oppiwhon in bat- 
lie, wnd when dial happens youll huM? the 
iharTce lo your lucucal admiralty skills. 
You can enter the tactical game mode 
when your ileei meets your opponents 
Heel in orbit abcnc a system You view 
both ibrees wnhin a wirdranc holoculx* 
You pve the capital ships and ftgliiers m 
your fleet direct orders eoncern mg whuh 
niarteuvi'c's to perform and whi-.h enemy 
ships to largei In tiKlkal mode, you are 
I he «i dm I nil 


Game Automation 

You can automate man*, asp«*c(s ol ^tar 
Wars Reiicllion. For example, i( you don\ 
hkc taking command in hiiule, you cart have 
(he game simulate ihe revolts Or. d you get 
linxl ol handling details such as garrisons 
and pixxluctujn, you can turn thar responsi- 
bility ov'cr to yourogertt droid. IMP -2 2 or 
C-3P0. Be aware, Itoucvcr, ihai your ageni 
wall tux tteccssartly play Irciier than you 
would, and m fact, may mampulaie rej.oun.es 
diUcrcnily ihan you WiUild prefer 

HcAci-to-Head Play 

Warn Rebellion is a challenging game 
lo filay against the computer But it can ho 
even more lun against arnnhci )>crwn in a 
two-player game Scar W'ars Rcbi'llion 
oilers lour ways tor hcad-io-head punephiy 

♦ Across a Krcal area noiwork [\AN, 
irXorTCP/rPl 

♦ Overihe Imernei 

♦ AcitKS a direi i dial nuKlem connection, 

♦ Via a null modem c«ble 

Next Up 

This overvun*' gavx: you .1 brief explanation 
ol the key cxjticcpts of Star Wars Rebellion. 
There are many dciaiU to evplorr The next 
secnon explams the game’s 1 11 Mai I at ion 
and setup. 
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INSTALLATION INSTItUCTIONS / CMArTET 


If Aucoplay ib dib<ibled, and rhc game’s 
Insraller does noc appear U'hen you place the 
CD-ROM m the drive, then you will need 
U) oi'tc.n the Installer manually. To do this: 
Double-click the My Computer icon, ihen 
cloubW-Jit k ilic CD-ROM Kon m the window 
that opens. Double-click ilie Aucorun.exe 
file 10 open the Siar Wats ReI«lliou Installer 
Tlie liisialler has ihe following optioios. 

♦ IN5TAU,; Insuilhhe game on your hard 
dnve 11 you have already msuUcd. il« 
button chanftt’b lo Kc install. 

NOT£: Kelub/cill (lir jjMfnr if Any compo- 
nents were tklcudfrom vmir .system 
ajiet you inst rifled, ij a file was dflimiged 
t/urhig the Angjiirif fmu/ll, or f/yo» 
W4tni 10 r/umge the msrn/Iatimt .'rf?!*. 

0 or mAlrmfC, VOM selectcfl Mhumum 
(hr /jr^^ time, now you wrtnr Mrmnium.) 


Installation Instructions 

1 Close nil open windows and program's 
Z Insert the Slar Wars Rebellion CD in 
your CD-ROM tlnve. 

3 If Amoplay is aaive on your system 
iht Slat Wars Rebellion Insialler will 
appear. tFig. 1.11 


PIC. I.l INSTALLATION MENU 
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PL\Y: Play ihe game alter installing. 
UNINST-'UX. Rermive tlic game from 
your system. 

VIEW’ README: We strongly suggest 
you open the Readme to view the mo.si 
iijVio*dflie gimie informaiion. 
rROUin.l'.SMOO'llNC CUinL; See the 
ri'oubles'hcK'Llni’ Guide hr dclMiIcd 
initalluuon and Lroubleshyoung ups> 
INSTALL L'^IREU'X, Install 3 0 

on your system it you don't have it there 
ahtady Re-mstall DuectX 5.0 to update 
drivel's or to lu place drivers that may 
luve been moved. 

EXIT: Return ro youv desktop 


4 *In install, click the Iti.stall button. Follou 
the onscreen directions 

5 Choose the de.stination Tor ilit .Star Wars 
Rebellion installaiiun Tfic default Star Wars 
Rebellion direaory i>: C:\Program FilesV 

I uea>i.Arih\S(ar Wars Rebellion, (The Lcitei 
ol your hard drive may be diii'ciem,') It you 
want Lu install ll'K game lo a ditferent loeauon. 
specify a dillei'cni dnvc and directory naine, 

6 Clioose an installation lyjxi. Minimum, 
Typical or Maximum iTjTncal is the default,') 
Click Next. Flics will hegm to copy omo 
your system 

7 You'll he given the o(Hion to cmule a series 
of shone ui.s. Creaiinu ihese shone uts will 
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make u easier far ynu lo fmd and si art the docs not appe.ir wheri you place the CO- ROM 
game, and will gsve you easy access to sud> m the drive, then you will need to open the 
iiem^ as the LucasArt^ Web page on the Installer manually To do this' Double-clitk 

Iniernct Click the checkboxes to deselect the My Coiupmer icon, then double-click 

any slioneuts you don't want Click Next, ihe CD-ROM icon m the window that opens, 

8 idup will acatc a Star Wars Rebellion Double dick the Amonin.exe lile to open 

piugram fokler in the Windows Smri menu the Siar Wai> Rebellion Installer 

for die program icon^ C.lK'k Nenico dioov 4 From the Installer, select Troubkshooi- 

thc del'auU iiiittu’ and location Cl«cat»Arm\ ing Guide. 

Star Wars RebellioTi), or you can urate a 

new t'clder or select an exusung (older, then Runnins the GAPfie 
click Ncxi. t To run the game, insert the Star Wars 

9 If the game is suu ess fully tustallcd, you Rebellion CD into your CD-ROM drtvc, 

will a Setup Compleie screen, and 2 The game’s Launcher iing l.2j wtll appear 

you‘11 be given a dvince to view the Readme automatically when the Suir Wars Rebellion 

10 Alter insi^llmg Star Wars Rebellion. CD is insericd if Autoplay is active on your 

you will be asked lo install Mlcrosolf'. system, heku Hi ay from the Launcher 

Dtwt.X 5.d. which IS necessary to run ihe 3 If Auto play dl^ahlcd, double -click the 

game. If you have not installeo DtrulX 5.0 My Compuicr icon on your desktop, then, 

on your machine bclnn*. then you will be m the window that opens, douhle-cltck 
pcnmi^ed to do so. H Dmv/X .5.0 is detected cm the loon for your CD-ROM drive, and the 
your system, die checkbox in install it remains I .nunc her will appear. You can ulsi' [day the 

empty. Click Finish kuomi^lc.e setup. game by selecting the bwr Wars Rebellion 

11 Now you arc ready to pla> Siar Wars shone ul from your tstan menu. 

Rebellion. 


IF YOU HAVE TROUBLE 
INSTALLING 

I If you are having trouble msial'mg the game 
see the Tmubleshootitig Guide for more 
detailed installation and troublesh noting 
tips. In access the Troublvshoi^mg Guide 

1 Double -click the My Compuier icon 

2 In the window that opens, douljle dtek 

the icon for your CD-ROM dnve This uix'ns 
ihc Stai Wan> Rebellion Installer fig i z launchirmenu 

3 If Aiuoplav 15 uciive on your system, the 
Star Wars Rebellion Installer -wdl appear ll 
A u! op I ay u disabled, and llu* games Installer 

If YOU HAVC TIOUBLC IN(I*LIING / CMAPTEI) I 
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S lur Wars Rebdtion a vasi game. 

Wresiinji comrol oi a jyld^y is an f*c icing 
and tun job, but ihcrr are a loc of cleiails 
Because there are si.> many ^iratcgic and ut 
Tical components at your disposal, there are 
many controls and displays you need lo learn 
how 10 This tutonal is nude up of imm- 
missions that will walk you through the gpme 
Mep by Hep. teiu;hmg )Y>u how to maiupulacc 
the individual conmds. how to evaluate the 
rebuit^ on HchIi a sysiem and galactic lesel. and, 
llnally, how die various asivcis inter re laic 
Throughout l his chapter, j^ ncenshois 
illustrate how the game pro*, ecds. T Kese 
screenshots may not makh your screen 
exactly however, part of the challenge of 
Star Wars Rebellion is that the game begins 
tlifforcnily cvers* time you play*. 

.VOJ L. 5r«r Wars Rrhellton i.en real-time 
game, not fum-hased lifer must strolrgii 
simulalious. Thtu is, while you t’rr oafuatini* 


VYNjr sy’sXmjs orui nuifring your moves, your 
opponeiM is also in action. Pvi iiig gnmc' 
pfnv you mav unexpeuedh encounter the 
opponent For tUc pmpo«c5 of dii^ tutorial. 
cfeMi'r worn «ifh»ut that. If voii SKiiJrnlv 
find vourwtj umlrr ujiurfe, ifer liuftle AU rl. 
screen a|ipearv d ig. 2 I). Cfirfe on die 
space nolcd Mow as 3>>mlare Results. 
<md be iw cimeemed with d;e out* 
come. Focus ii(m< chi Icoi'nmg the gome, 
and sase galocric domination for later. 

Mini-Mission I: 

Start a New Game and 
Explore the Galaxy 
(Play as Alliance) 

In this mm Emission, you wall insull the 
program, nin (he ^me, and learn hosv lo 
examine Ihe Galactic In ormaiion Obplay 
and the incbvidual Mxiors 











Set (lie of the 
(d^Ault 1 ^ atardftfd). 


Start trte game as 
tfie Empitc. 

Play the game acrow 
moaem, network, or 
Internet with a human 
opponent (head*to*heiid 
play Is covered m 
Chapter 5). 


1 Install anri run Star Wars Rebellion. 

Insiall the >’?trne following the inj>lruviuins 
on page 15 and '^lari ihc game Alkr a ff'W 
moments the Im.^Ans logo, Coolhand 
Imeracnve logo and 5kir Warv histonca! 
background \vill appear on the screen 
As the game bcfiins you m ' m a shuide 
headed lo either the Alliar^ie or Imperial 
heady udru'Ts This is where you vt ihc 
parameu'rs for each game (l ig. 2 2) 


2 Set the parameters for a new game. 

The sundard size galaxy and ea'^y challenge 
level arc the defaults, tor this tuional, begin 
iht game as the Alliance by clicking on the 
rotating red Alliance icon (hig. 2 2). The shut- 
tle will go io Alliance headquarters, depwiitig 
you in the Command Center. The Cammand 
Center is your mam control saeen (fig. 2 3). 

Click here. 
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SlmuUK Re»uH*i 

Click Iwrc to h«vc 
the computer 
aimulAte the bArtie 
«n 0 report the end 
rMuln. Doitv woriy 
Ateiir the eutconie 
for now 


FIG, 2, 1 BATTIF. ALERT SCREEN APPEARS IF YOUR OPPONENT TMIIEATINS YOUR FORCES. 


Stwt the gAfnc as 
the Alliance. 


txlt 


FKj. 2.2 SHUTTLE COCKPIT SCREEN 


Sergdme dimculry to 
easy (the default). 

Set game dlfl^culty 
eo medium. 

Set game 
dimculry lo hard 


Load a saved game 
View credire. 


HeadquATters Only 
Victory) Winner is the 
first to capture oppor>- 
pnt'a headquarters. This 
makes the game shorter 
than fuldiiing all the 
vktory conditior^s 


J 



To skip the Introductory 
graphics, click flic mouse. 

Dnmmanng the display ij» a view ol Lhc 
ftaljixy \ruhc mmn screen This is the Gnlactie 
Lnlormaiion Display (GID). C-3?0, your 
iailhlul ativiscir, IS on ihe ngin commenemg 
a bridinj;, R2-D2 gmhers messages flora 
throuAlioiu the >^nlaxy, und infonns you of 
troop niovernem>, rminiifiioiurlrg results, 
research *md developmcm, «»nd otfior c\'cnt.8 
Tlic galaxy is large I'he g^itrio 

i,uc in Siiir Wars Rebellion ha> 10 .seuorSi. 
Willi 0 Ill'll sector comainmg 10 planetary 
syssirnis Olio largest game sue nas 20 sec* 
co«.) IheCnmrul Panel — the bartons 
around R2* 1^2 —lei you focus on a specific 
aspect of the giilaxy mkIi us rimlmg a 
.specific system, character, or iri'nip. If you 
want to know something ahoui your side, 
there probably a way to Jirid out. and it 
probably wnll involve one ol these controls 


The gfime has too) tips. To 
see what a control does or 
to find out what a display 
means, simply hold the 
mouse over the Item for a 
Pew seconds and read the 
description chat appears. 

3 Listen to C'3PO's briefing. 

G*3r0 i.s your agent. His briet* 

I rig givfs you tin overview of the 
gal act ii* situailon. As C-3P0 talks, 
nulicv the louiilon of key sys- 
tems that be points oui, ihe kfy 
gonb you need to perlorrn, and 
the events that you need to guard against 
(To .skip the briefing m the iuture, press the 
\:^C key or click the left mouse button. 1 
After the briefing, the Display Message 
Index opens up to the Agent Advice uib 
Hie messages under this cab make up your 
m Ilia I iigem advice, a foauirr iliat gives you 






NujTib«t of cloys Sine* — 
the giurie MgiVi 

Lcgmcl 

Comp or>d 
House Menu 

Control r«nel: — 

Most u< die ^nie'^ 
eonnols arc here. 


Mes«gr Alert bar * 

Click heie lo — 
go to ^nie 
Options screen 


*- Goloctlc informallon 
Display 


FIG. 2.3 COMMAND CESniR SCR£tN 


Click here to change 
tlw Ooloclic Infofma* 
flor> Display state. 


— Agent citfTid can help 
you with some at the 
gome's casks. 

Messai^e droid keeps 
you Informed of 
goiactic evens. 
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rips on gnmepUiy nntl tom to Is To read a 
message, double*dic.k on ii. 

.\UH : A^jinr Athiff only <rppem m 
rtfi Ertsv (f voK wjs/i /or ndvlcc m 
Medrrm; or you muse c noble 

Axenr Advice on ilic A;i»« m menn. 

Like many windows in Star Wars Rebellion, 
the Display Me.s^>lge Itidcx )s modal, that is, 
you cannot do anylhing else in the game umil 
you close this window, You can dose the 
window by pitssing die VSC key or l^y click- 
ing on die Close button. I he message screen 
will Ik discussed in the nexi mim-ruLssion 
rtod will he coveted in detail in C Kapler 3 
4 Pause the game as you read ahead. 
Righc-dick on the Game Speed control at 
the top ol the .screen and select Pause when 

Rlght'cllck on the Came 
Speed control to bring 
up this menu, then 
select Pause. 

die menu drops down. Pausing the game 
enstireh ihai your opponent can't mukv any 


Very Slow I 


. '•MediopM 

■ 


moves while you take a break, pcnj« the 
manual, or iry lo >xb«orh whacl? happening 
m the giOH'. or course, while tlic game is 
paused, you can'l tSo anything either. 

A paused game shc.>w> ihe following alen 
box (Fig. 2. A). Clicking the checkmark 
resumes game play; do this as soon a.s 
ycm’rv ready to conimue. 





FIG. 2 4 PAUSi ALERT SCREEN 

5 Experiment with the Calactlc 
Information Display. 

The Galacuc Informal ion Display shows a 
map of the gahixy The ilefauli state for this 
display is Popular huppori t, Fig. 2.5). 

On this display ihe larger a '^lar is repre- 
cemed, the more a system supptiris ihe player’s 



Tbf g^lMy In a aUmdArQ 
2AiTi^ IMS 10 <erfer», 

eacli of which conwin 
10 »y»ccms, r«pr«s«i)(«cl 

here by kbirs. 


FIG. 2.S GALACTIC INFORMATION DISPLAY HFRF SHOW5 SYSTEM BY F'OPULAR SUPPORT 


ujNi-kii«sioN I I CMArnn ? 


TmorlaJs 





sidi‘ Douhle-chck an the legend to examine 
i\n' reprf'^maiions of ihe «ais m detail 
.VOTE; Ertoli sidt* xarti {he 
several lysrems u})(itrir» lon/iol. //oH tvrr, 
r/if ^>vflhy price Mfagei of eaih sv^^eni Lon 
hxrcpilmi^ are VavlM and tlir Alljorne 
hiadnuarlers. vvhlth ah'nv< Virgin JOO |>c»- 
anf hyui in iht and Com^cant. 

vvliidi fcrgms I hr ,iiamr 100 prrrrm 

loval fu (hr hnipi/r. 

J\\e. color code Indicates which side con* 
ipcilb fuch ^ysTprn (Fig. 2 6) These color 
cude> iippl)' ilirooghouT ihe game, mn just 
lor the l^opuiur Support di'tpluy 


Slue: 

Neutral Sy»t«m 
Creeiii Th« Empire 

Keel: 11ie AllldJK9 

FIG CLOSE*UI*OFC*ALAaiC 
INFORMATION DISPLAY 


Note ilut a system can Mippon ymir ^dr 
even if It IS controlled by your oppoivru. 

A large giren scar, lor example, rep rest ms a 


*yl iicr^y 

UjL«ytJ(y 

H«tonql AvatUhllliy 

f'MBeta 

B-..- ■ 

'^\Pei9wnnel 



• 



*5| DcfnnsR 


0»smI.^. 






FKr. 2.7 tXf^.RIME NT WrriH THE GALACTIC INFORMATION 
nfSPl AY FOP EXAMn.E, CHANCE THE DISPLAY TO MINES 



syjLcm ihuL is coiUrolled by ihe I'lnpire, but 
supports the Alliance, Move your mouse 
around the screen, and notice that as you 
pass over a sector, that sector^ name appeals 
You can change the display by clicking 
on I hr Galaciic Infnnnaiiou Display hut- 
ion on the Toni ml Panel ai ilic houom of 
ilu* >treni Sub menus for ifiis com ml lei 


you ch tinge whut ilie siuni on the Guluciic 
liilorniation Display mditaic, ifKlLuling loy- 
ally, Heels, personnel, resources, 
manulactunng, or de lease l*or example, lo 
see how your mines are distributed across 
the galax)', you would highlight Resources, 
then click on Minc« iFig 2,7\ Ui tlus view, 
larger .^iir« indicate nne nr more mines. 

I his gjiiaxy wide view is helpful for glv* 
mg you A geneml mdicuiion of how i lungs 
are going for your side. I iowever, you also 
need to get more inlor- maiion about whai's 
luppening m those sectors, ami what's hap* 
pcning m tlw specific systems 
6 Bring up a Sector window. 

^clon one of the sectors which has a good 
halanee of Alliance, Finpirc. and Neutral 



Click on a sector 

(such as the one shown here). 


systems, Lefbchck on the sector to bring up 
liic Sector Display (Fig. 2 b). Tl*w Sector 
window contains images for all the iyswms 
in ihai SDcior, with icons Furroundmg tlie 
sy^lelns which give you more information 
ur ihat you can double-dick on lo bring up 
moR' dcUilfd windows 
\Qi i: in Slur WVirs Rr/>dlion uitd in tfii.s 
manutrl. o svsiem is sync^nyuiows wif/i plan 
cm O’ system and planci. 


24 IHAl'ilK I ■ MINI MISSION 








IIE^ 




frk^ 


3 . 


Sector r^me 






S^UIS 


:$ 


SystPtn rwncs — j 


\%r 


A A. ^JL ' 
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*# 

r* 


•'«;.« ••. MCA V s’p'4*r»j 


at 

r? 

Bgr.,. 




FIC 2^ A riTtCAL SECTOR WINDOW 


SwAd> window TO 
odM< siM of screen. 


Aoce (he cokMs of 
tfw icons and system 
names are (txe same as 
(hose In the Calacrtc 
lAlbrmarior CMsplay; 
Red Alliance 
Gteen (mplre 
thie NciiTrM 


A lypk'yl sen I'r window w 4hown above 
(Fig. 2 8) 

NOTE. screenshot Is rppr«eMWf*ve 
oj whai ihe sys^rms wilf looir Nfcr on voHr 
screen, hui the *ipet'iju dttaih wifl be 
d}ffcnnl every lime you play the game. 


Below is an example ol the dhphiy lor i\ 
smglc system tFig. 2,9), Bclow' die system are 
ivadouK representing planetary rcsounres and 
Ihciravailahiliiy, There Isaki a bar <di owing 
loyaUy; yoti can see how ^irongly a fy^irm 
support ihe Empire tgreen) or Alliance (ad), 


Used cna^ 


.Mined maleflaA • 



Raw n mtc i i ds t^dy to 5c m< ncci 
AvdlaUeetie^s/ 


* Peccaw loyd lo the Empire Lsreenj 
PacoTt kpyd lo (he AJIMxe (redl 
fK^ 2.9 CtOSE-UP OF A SYSTEM IN T>C SECtOK WINDOW 

HIMI.HISSIO* 1 .' CHAPTEI i 
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fW Troop* 


C^^tna^ poftra 


N& f aaWie$ flr« P«>Tf0 bus 


DgsttngKpn Bortrai 


7 Open And explore A system’s Manu- 
facturlng and Production window. 

Clioo.v one of your systen*is ihai h(u> ;i 
Manufacmrlng and FToduction Icun ui tht 
typ left uf il nouhlo-diek on the icon to 
biiiiK up Ihe Manufaoiurlng and froduyiion 
window (Hig. i. 10^ 


Around cite sysurn may hp icon^ that 
you uan double- flick on lo gain Tun her 
ncxt'ss 10 dial syswmi cynu•o)^ 

mm \iant;fac:turing* ii u>s>?u-m ha^ 

■■iUl any rruinufactunng Cacilitie^, [utnc^» 
OT retmerie^, ihi> icon gives you access ly 
those faciliiieb unU rvsouu'cs. 

O SYSTHM DU'I NSr.S If a system 

has any iwyps lu fighicr squadroits 
assigned to system delensc. (Personnel or 
^y SI cm* based defenses, ihi^ icon gives you 
access 10 those resources. 

P^H FLEETS: If the system t»as a flcoc, 
KIH you'll sec this icon on the ngin side 
of the s>>ietn. 


Double'ClIck here 


NtJTE: Vo(f tan h«i\c t>j<my sysU'm ivlMdows 
n/jcn ( 7 t ont tinit, lo bnn^; J lo fh«‘ 

JronL ffiib on a visible ptut oj the wimlow 
fha( may he peehm^ from bthinJ !hc top 
ivnu/(nv(i). Airt’rriflfelv, you con cvclc 


Mini mite burton 


System name 

0|>en SeccoT Bucionc 

CJIck here to f«lote Secioi 
window tor (hiS system. 


Qose butrai 


Displays Image of any 
mlf>«5 on system 

Displays image of any 
refineries on systern. 


MjinufecAirlng TMn 

Shows number of 
shipyards, (raining fad lilies, 
ard consffuction yards. 
From cfils screen you give 
nHUiuieciurlng commAnds. 
ar>d review sMlus 0 ( unlrs 
under ptosluClIOiv 


Displays Image of any 
consf/uctlor) yAJCls. 


Displays image of 
any training facNIeles 


Displays Image of 
kViy shipya/ds, 


rragms of ^uirejil 
prelect, if any 


This Kcend number is number 
of CATstruetlen yards in syslein 
and number of corutruedon 
yards cgrretitfy bring built or 
deployed onto chat system 

first number Is munbei of 
coritrucdon yards m system. 


FIG 2 10 MANUfACnjRJNC AND TRODUCTlON WINDOW 
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through open \\in<iows using thr fT7R/ tAH 
orCTRi *Si}}n*i'AB J?ey <*rtm/7in«rjt»n4, 
or dtag t hi top oJJ fo ihi sMt'. 

Tfu“ Iflimusc cab, which dlspluyt by 
tiefauli, tells you how oisny shipyards, 
i ruining iadliiies. and construaion yards the 
system lias. If the sysietn were cuncnily 
building someth I n>;, this is where you 
would see iliai pwjects progress. The other 
live talxs give you graphic repre serum ions oi 
that systemic shipyards, training Udliucs, 
consirucuoti yards, refineries, and mines 




Tilt* Open Sector Window 
button to the left of the sys- 
tem name on this window 
brings up this system's Sec- 
tor Window If it Is closed. 

8 ExAmlne the system's resources, and 
Analyze how they are being used. 

-Sysienii m Star Wats Rebellion Ireqticmly 
have raw maienals you can use by building 
mines To see the exi^img mines on a 
system, click on ihe Mine uib 




Click here. 


Thl< Screen (,Fig. 2.11) lypioiHy shows 
some coin bi nation of mines and raw iriaicnats. 
The rnine> ace mechanical and the uw 
maierial looks like inultlcoloptd piles. In this 
example, there arc enough ;«ouiues iornine 
miruw. three of which have already been huili 
NOTE You uw aho see this lotio oj a\ml- 
able taw matf-ua/' to minet m the Secioi 
wiMdoM J.ocii? at (he vel/ow ciitd rciJ jratus 
bar Delim flu 4V4tem (Fig 2 (2). 





Mine TAD 



rrwteriAl» 


FIG. 2.1 I THE MANUFACTURING AND 
PRODUCTION WINDOW'S MINT TAb 



Raw Materials Suns 0ar 

This lb dfwther way ro see die 
same inFntmfltlon: rhiee inirw 
siora (^iiow): six letrtdinin^ 
raw rodteriAl slots (teOl. 


FIG. 2.12 


NOTE; hi thS tfibi' their titc i^mv \i7/inv 
Jor t/u t'.visdng miurv uiul six nd 
om.s Joi (he nivv fuaietfals itniaffmfg ij \<»u 
wrn hoM (he mioiim ,net (/ms 

gauge you .stt t/ie meswgt’. “Krnv 
Mouriohi V9 ”(Miese specj/ir. \{i/aes vm v 
eae/i time \ou pUiy ) 

When you’re 1 1 1 rough examining Uie 
Mamiiacturing and I’ruduction window, 
click the Close Inuion. 

9 Open and explore a System 
Defenses window. 

Chnov one ul your sy^remc ihai has a 
l^ystnn l^idcnsc icon at ihe louct left of it 
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5ysc«fn ivri>e 

OpMi Se<cof BucMm 

ClKk her« to re«rore 
Sector window tor 
system. 

I*ericrinel wO 


Trooper Reglmcrrt tab 
Figliter tab 
Planetary ShiclOs tab 
Planetary Banerles tab 


Minlmlw buTton 
Cloiie burton 


Ttilb shows the number oF 
troops required ro malnraln 
concjol of the systeiq. 
Cmiteiirs of selected teb, 

In tnis ujc the troops, 
stationed on rho system 


FIG. 2. 1 3 A TyPiCAL SYSTEM DEFtNSES WINDOW 


Double -ditk on the icon lo brm^ up ibe 
System De lenses window 2. 1 3) 

Doubie-ctick here. 

The 5ys«U“trt Defenses window u? similar 
10 the Manulaeiunn^ lind Production 
window. To view the units biaunned on the 
system for defense, dick on one of the lafis. 
(The Per.sonne) uib is the del'auh.) I'his 
window lets you sec and ^yve cunimaiub to 
perjionnel, trooper regiments, and lij^hters 
biuUofU’d on the sy.siem. FuiThc.more, you 
can see the defensive facilities — planetary 
shields and planmry bait fries — that will 
protect the system lrxmi rneni)' flaccs. Explore 
this window to an idea of your dffenses, 
all these features will be imrudu^ed in laivr 


mmi-miisions and coveicd in detail in 
Chapter 3. 

When you finish studying die bystem 
IXTrnsfs window, click on the Close button. 

10 If you want to, quit Star Wais Rebel Hon. 
or begin a new game. 

This step shows you how to uctesa llu* giime 
comiols. Click on the Game Op lions ictJri 
on the left .side of the scrocn. The Game 
Options screen (.Fig. 2.H) appears. 

m Click here. 

This screen is owe red in deiail in 
Chapter J. The nuiin buUonn lo save/load a 
game, exit the ganu', re tarn lo ihe ShuUlc 
Cockpit, or rotum to the Commaml Center 
arc identified in die screenshot. 
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T© Mve a ganw, en(^r 
a name fw me game In 
thte text lirie dl rtglit 
and Jick IMI& Dutcon 


ai<k f>ere fo 
esU (he j{iirne. 


Click here (o return ro 
Comnvirid Center. 


Click here ro recum to 
Shuttle Cock(j|i (Uid 
Oeglii A new game. 


Er>ref a narne for 
a game here. 



U(«ir<i Ui«».« 

■ 


O'!'] 

. b : 

eiieA r iMi 9 ^ 

P^ti«bhni(i uxi. ' 

; ii«« ; 

''m OltU>»« Ni . | 


ClKk on (his Durton 
(o load me 
cortespoiiding 
Mved game. 


PIC. M4 THLGAMtOmONS SCREEN 



1 1 Summary 

In dus rmswiOTi yon began a nev. arid 
famdianccd youPM'lf wiih ihe ^■om^>ls ihiiL let 
y<^u find oui ahoui ifu* galaxy Hie remfiiniiv; 
nilnl*mi:^hi(ms in diis thapUT will show you 
how 10 gel rrjor^' inlormiiLiun aboul planetary' 
S)'4iU‘msi. and how to issue commands, 

MInl'MIssion 2: 

Expand Your 
Maintenance Capacity 
(Play as Alliance) 

Raw materials, rehned marcvtal.s. and n'laitv 
lenancc capacity arc key cor cep is in Siar 
Wars Rebellion. You prciducc raw iTuileriaU 
with irilnes, and iKen process (hose raw 
materials wiih refineries lo pR>duce reimed 
mate rials. b\ery thing you build in Star 
W'ars Rebellion takes a certain amount of 
refined materials to produce. Furiheimorc. 
everything except mines and refineries also 
takes a certain amount of mamicna'u c 


capacity Mines and refine lies supply main- 
tenance capacity. 

This starw you dii'pciinj: rt'sources and 
fsmilianics you wltii how lo uh* ihe games 
comrols and how to gei gulaciic 
information Your focu^ is fairly nnrixw, and 
your goal is io Ivam As in the last lesson, if 
the nrnpire should suddenly attack while 
)'Ou're l)u>y, simulate the results and ignorr 
the cm Leu me iornow, or start a new game 
I Begin A new gAme as the Alllence. 
Launch Star Wars Rebel lion, then click on 
die Alliance icon in ihc Sfiuitk Cockpit. 
}uei as you did fur Mini- Mission 1 



To skip C-3P0’s briefing this 
time, press the ESC key or 
dick the left mouse button. 

2 ExAinlne your mAintenance c^iaclty. 

There arc tlirec monitors ai ihe top of ihe 
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Cuirmand Center above ihc Inlor- 

mation Dhpla) iFig 2 IS"? fcaeh motiiloi 
has an non a forresponding value 


Examine this ban 



♦ [i,AW V1ATF.RIALS MC^MTOR On ihe 
kh, thi> TTiea>>uri's dvc amoum ol mined 
m<ueriat> wjumi* h> lx.' tcfiiicd Ideally. 
number >houkl be Km indKOtmgall maicrul 
IS Ixjing relmcd as> n mmt*d 

♦ REFINED MAI I RIAI^ MONITOR In 
iKc middle, ihi» mra>uro ihe .uik^uiu ol 
retmed materials on hand to be u»ed lu build 
luviliiiev. ships, and truop» You nu> not hri;iii 
the ii;artie vsiili any rclincd nuienab. but llie) 
will bt);m lo auu mu late imnicduidv 

MAIN ll NANCr MONITOR On ihc 
right tht^ represen I" bow muwh uiul located 
mamtefunct >\’u Iuim' available. You gci 
50 ol muiiiienjiHe capacity lor each 
mme/reiinery c om bi iw non 1 1 n^ n umbet may 
he low at the begin iiiii^;ol the gaine Note ns 
level and we ll uy to gel lhi> numlk i high- 
er by I MU Id mg more nunes and/or rd me ties 
A higher number lets you build and kmiii 
turn more lati lines, troops, and »hips 
NOTE: if vuMr mui/uenam r tapacUy grls 
nw low, you vvon'r hr «We to buiM cmv thing 
new except mim v »ind rcyrnmes (bill ihese 
ie<fui/e a ceitoin urmnint rfjinrd ruamuris 
m bit I id). If vourmninkTUjii<e4(tp(aj(v/dfK 
beinw ?ero, vou will find vourjiaifiiies. 
fnmps. or .ship.s wiH begin to h*' m ri/pprtL 
3 Find out the total number of mines 
anrl refineries you control. 

I juh fc lmcry can pnxess nutenals Irom v'lie 


mine vou conitol. whu.h van be any where in 
the galaxy Funhermort. you g;un mainien.uxe 
ca|)Ociiy by having matched pairs ol mines 
and rf fmcrHss For these reason^ you make 
optimal use ol your resevurces when you 
have a oikr io oik* ratio ol mines co rduvcncs 
One ol C-JlYH kmuK‘n> in io ki'ep imk 
of all your uruis. including l.iciluies Vnu can 
examine this inlormauon in the C»*iUxy Over 
view CO sec how the nuiiiber ol mines and 
relirienes you comrol compai*e> to do thib, 
righi V lu k on C*^PO and select Oaln.vy Over 
view tl ig 2 Ihl At roll dowTi uiuil you imd 
the MintNaiid RiTmenes icons In the exam- 
ple ^i•lg 2 17k du re .ae 18 rcfincncs and 37 
iiunc> so you would Jkmx* lo In* gin build- 
ing fell lie rica LVissd on ihe ratio of mines lo 
refineries m your own OaUxy Overv lev. make 
a link* of wild her you want to build mmev ^i 
n* 1 1 nones, ihcn dose the <Jalaxy Overview 
window hy die king on the Close button. 



Right-click on C'3P0 
and select Galaxy 
Overview From the 
menu that appears. 


4 [>eclde where to build your new 
mines and refineries. 

Now ihjt vou Uru.»w whellief you lufd lo 
huild rchncncs or mme> ks. lime lo tiei Ide 
where lo build Open a >eclOf w imkns ihai 
ha.^ several systems vou control VouTI need 
lo Imd .1 s\'>icm chat has 
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The Arst column allows 
Icons for your factiHies. 
Special Forces, ships, 
and noops. 



The seLUjid 
column shows 
how many of that 
Item yog control. 

The third column is 
total mamrenonce 
requirements fer 
tho» Items. 

Use scroll tMirs to 
view ocher units 
you connol. 

Close Ounan 
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Click on a sector with 
several red stars • such as 
the one shown here. 


♦ ENERGY AVAIIAhU'. I 'OR lAnUTIHS; 
Energy availnbiliiy i» i^piv^rnU'tJ i'l small 
blue squares on the white aiul blue imergy 
status bar below a system U'lM - 2 , 18 ), Yim 
can rlunk of these blue squares as 'ilois ‘lor 


IVtenuhcturIng 
«n0 rvoduciiori 
ICOf' 



FIG 2. Id 


IManu^turlng 

(^oduetlof> 

Icon 



ria 2.(9 


Borir^ lias energy 
(blue squares) Ivr 
three more facilirtcs 
If Also Ms ted 
Kluares indicArIng 
tliere Is raw irwiterWls 
available for mines. 


Hern Dcrwib Ms taw 
rri4*t^riaK available, 
but noT«tiergy. so 
you couldn i t^llcl a 
mine here 


lavilitieb »udi iis> eoudiruaion yards, ml nos, 
and reiincries One energy slot is required 
to support each lauiluy, 

Additionally; il'you are building a mine, 
you need to fmd a system that has: 

R,\W MATiRIALi AVAILABLE KOU 
MINES. (.Srcull red squares on tlw Raw 
Mutcnais status bar in the Sector Display.) 
NOiL: Vi>u (tffmoj cljimgt’ (iir it^ftil ntim/;<'i 
of tnci^y tivtiiltfMc jor a >vsK’m. 
Chaptci 3 s /lows you, boweven liciw u> 
srtup/fldlhics yoM'ie itoF using to 
loom /or neu, ones. 

li you don't see a suitable sysieiti In 
tlic current open Sector Window, dose that 
sector by clicking on the Close box m 
the right-hand comer, and look m another 
St'cint'. Once you've found a system with the 
necessary rcsoui'ces, ojxm its Manufacturing 
and Production wmdow by double-clicking 
on iK Manufacruring and Prodiiciion icon, 
5 Give the order to build facilities. 

Youc agent CC-3P0. since you're playing 
the role o( the AHiatKc) can issue build 


MINI. MISSION J . Cllal'TLd 2 



instruLiionb for ships, iroops, and (iJulllics. 
Select the Build I aciliiks option 


Rlght'Cllck 
on C-3P0 and 
select Build 
Facilities from 
the menu that 
appears. 



0*vM«w 
Ob^cMs 
Manage Oaimcfi* 
Manaqc PrwKKtfOft 
T/MHiUa C ouiiarp v1 


I lu' cursor chants to hairs, 

This^ b ask mg for the desniuuiun k« I hi* fad I* 
liy you widh to hudd. select the destinaiioii 
hy clicking on iIh* dosimanon system. I In* 
Build Selection viIikIow (Fig. 220 ) appears 


The Build Sdeuion window -diow's a 
default faciliry lo be buiU lo bring up a com- 
plete Ii5! of the ta^iluies you can build, click 
on the down arrow below the defauli fan lily. 
Sc mil down and click on Mine or Rerinery. 
>ou c.m huild more dun one iaoliiy m a utm , 
but leisi Stan sk'wl) and leave the number oi 
bcihuc:» to build ai one Nkite the amouni ul 
rcfijvd material iIh* tnmc or refinery requires 
This screen also bhow.'. ihe esilmatcd lime 
unul project vomplei ion CJick on the check* 
mark to begin the build privecs 

Notice the immediate change lo ihe dis- 
play The destination sv'KemV Manufacturing 
and Product ion window shows iHr new 
lability; aumninded by a grid to mdicjie his 
suU being buili (Fig 2.21) 

6 WaH for rruinufacturlng news. 

''pend a Imle unn* exploring the galaxy and 
making plans. Where else tan you build 
refineries and miives’ 


Amount of muNilenonce 
CApACity neenfavy for 
btcjlrty 

Amount of retlned 
ncccswty to 
l^ulkl toc'ilfty 


Click ro berrt^ up 
tiKyclopedId entry on 
select^ fdctlry 



Cuircnfly tocJllry 


Ooe IaK(OT 


O(op-dwv)i button to view list 
of all UcHKics you wr build 


t$nnum3 time to project's 
completion 

Time rrcccicd to deploy facility 
to c1(««tirwtiton system once It 
has brai bull' 

Qh> to beslr> buHdlng. 


QlcX tn cancel. 
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,s.' 


UpdAcecI display sl>ows mine 
l> ut^Jer cons(r\jcrkvi. 
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ffC, 2 2 ) THIS .VIANUFACTUAINC AND TfODUaiON 
WINDOW SHOWS AMINE UNDER CONST UJCOON. 


Ai the inp of the screen iFig. 2.221 Uiere 
is a number intiiuun^haw' nuny cJuy> luive 
parsed <ince tlie Kncnc began. Ni-xi lu ibis 
enunu'c' i? liu* j^amc^ (iamc ^peocJ wntrol. 
RipHi-elitk here ro pausi? the ^ime lar set ihc 
gatne speed to Very Slow .Skiw, Medium, or 
Iwi You may u-ani to sian ihe >;amc ac a .dow 
speed as you vudy ilu’ and make your 
miiuil assign men Is While you're v.v itinj; lor 
manufacturing assignments to complete, >ou 


P«ute 

V«ty Slow I 


Currmt d^y 
Right-cl ckro 
bring up 
Speed meru. 


• <*' Medium 


Seleut u speed. 
Of P«iusc ro 
susper>cl pidy 


riC. 2,22 DAY COU.VTE RAND 
SPEED CONTROL 


may want to speed Things up R2-D2 (trans 
laicd by C-iFOl will inform you when your 
laaUcic.R arc completed To read iliesc mes- 
sages, ngln-diLk on R2-D2 ihcn select 
Messages d ig 2.2,3). CYou un also double 
dick on R2-D2 to go dirtUly to Messages.) 




1/ M g; Mesaaoe Aierts 


no 2.23 R2 D2'SMES3AOE WINDOW 


The Disj>lay Message Index HT\’eti (big. 2 25) 
apjxais, Reiui all iTies«igc.«, or' rnesjuges in a 
specific category. Agent adv ce messages are 
3 'Special category, giving you tips on Star 
Wilis Rebellion game play. l^Joublc-cHck on 
a message, in this case, Cons truci ion Yuixl 
Idle on Bonvas, lo read u tFig 2.2h) 

\'0 M'j Any time a amsimahn yewd, .ship- 
yard, ot frfl/Mjiig/anhYy c tirrjp/cfes Iw iw.si< 

— H'hkh you may hove asslgrrcd dlr<*i7/y or 
thuHTgli your itgeni- — /lit THcsstigc .sy.sn a; soys 
when thoi piudiu tion /cidlitv Is fit v agam. 

Click on the Close button, or the D I -.pi ay 
Message Index inuiofr to go back to ilie list 
ol messages. You can delete a mc'csage alter 
you read n; liowevcf, all me.s«agcs except 
Agent Advice messages cvcniuaJty expire and 
disappear from the list. 




When you are reading a 
message about something on 
a specific system, you can 
click on the Open Window 
button CO bring that system's 
controls up on screen. 
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tinortels 




Tab ra display manu* 
raaurlng messages 



Tab to display 
lesowTce mess.\ges 


MeuAge (MSring 
options 

Open Wln<li>wi 
Cllek to go to System 
wii^dow For seieued 


Tab (c dl^lay 
mission massages 

Tab to display 
messages 

Tab CO display 
loyalty messages 


Tab CO di spiny 
all ntessages 

Cwrrenr Message 


Select all messages. 

Delete seinrred 
messages. 


Tab ro display agent 
advke 

- Message $tiimnai>) 
Gleh re read message 


Tab to display 
defense messages 


Tab CO display 
conflict meuages 


Tab to display ebac 
messages In bead' 
eo bead gameplay 
Close button 


message. 


Compose cJiac 
message (ter bead 
tO'iiead gamAsi. 


fIG. 2.25 OPEN M Ebb ACE SUMMARY WINOOW 


Cunent Message List 

Doubie-dki; 10 read 
or SI ogle* click to 
select message 



mesMgci. 

Close messages 


Open Window: 

Click 10 go ro 
System window tor 
This message. 


FlO 2.2t MES.5AGt WINDOW MESSAGE 


H a cunj'iruction >;ind on one sysieiri huiJdb 
4 fadliiy on ;) dUTctem s>siem ihere will be 
;i period ot Lime after the fanbty is u> triplet- 
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ed before M l.s deployed la its deslinaiion. 
Note tlui the message from R2-D2 id Is you 
I lie construaion yard Idle (Fig. 2.26). 



CONSTItUCTION YARDS 

Fdulmts m Star Wars Rf bellion do noi 
spring inro castciKC rtutomancally In ord<rr 
10 build a facifuy. one of ihc sysicms >ou 
control musi have a consrrucuon yard. 

You can tell whether a system a 
constnicifon yard by loolong ai ihe 
Manufacturing and rn>du^iton window. 

To locate your Coftsinicnori Yards, sclcci 
the Consrmetion Yatd^ opuon m the 
Manufacturing sub-menu of the GaUcilc 
Information Display control 



FfC. 2 ZA MANUFACruaiNO 

AND raocxicnoN wiNCtow 


Tlic area lafaekd Faalmc^ UiKkr Constme- 
lion show'5 the statu.^ of any con&taicuon 
gi-jmg on m that system Kighi- click m this 
arpi 10 give commands lo ihc constnicnon 
yard. Select Build, for example to bnng up 
die «imc Build Seleeiton window you saw 
abcn'c. If you warn lo build a CaCTliiy omo a 
system other than ihe system with the con- 
struciionyard. selrU Desiinaiicn frc»m this 
menu and then cluk the targeting cruss Ihiis 
onto the target system. You may need lo issue 


the Destinaiion command, followed by the 
Build command il the ongina! desunation 
setting does \m have enough system energy 
or raw material points Generally, its l>eucr 
to set your dcsunatimi, then begin building 
You can also use this menu to stop produc- 
tion on a faciluy. (Chapter 3 covers this 
menu m deuil ) 

When you sekued the Build Faoliues 
option from C-3P0‘s menu, you were asking 
C-3P0 to find I he nearest available construi:- 
uon yaid and buuc a Build command to that 
cc^struenon yard. 

NOrC; If thf HutUi l aciUiifs o\uUm 
doesnl t€t vi>u huiid juvthing out at ihc 
hegjunlttg of the gome, ir means you don't 
Iwve any lonuruaion yard\. i’or the 
purposes o) rhF> mini-missmn, you shouM 
restait the gome /olfOHing the msrn«fhmA 
at thf end of dirs minr*»ii»ion. If this 
hoppi*nrd in <r uormuf gome, honevei, v<iu 
HouUpruboWv be more cludkngrd i ty ing 
to takf (onnof of an ct ueutred 

vuiem that Jid a const i iwthw vurd, 

/olio wing <he urliniifNr.N oiithm'd lain rn 
ibis chnpier. 



Although ihc <^ms BuJd Facdlues option 
IS a convcmcru way to issue a Build command, 
there arc advamages to giving the command 
dirtcily to I he sy^Acm with ihe c'anstructlan 
yard. For one thing, you hav'C more direci 
control For another, it may help to know 
where the consmicuon yard is located before 
you selea a desonation, since it takes longer 
lo deploy laciJidcs lo sysiems that are fan her 
away (It takes a very kmg lime to deploy 
facilities to a syaicni m a differcnr .wior) 


CM^ricp . 



coMSiauciiON 



Bring up Llie Manufacturing window for the 
target syikteni, the Mine lab. and note 
that tlie mine is ihere but noL hjghlightcd. 
Righr-cHck an the mine and stleci Sums 
to see I he cstunalcd arrival date of ihe mine 
{Ing. 2.271 

After you’ve built some mines and refi- 
neries* check l^ack ai the Refined Materials 
Moimur and Malntcnana' Monitor and note 
how your mfined inaierial and maimena nee 
capacuy values have increased. You can fur- 
ther expand your manulacuirnigpowruhil 
hy building more coitsiruciion yards, so ihm 
you can build more mines, refineries, and 
otlicr facilities To liulld a construction yaixL 
tbllow the same j;isl ructions you fallowed to 
build a iTime or refinery. 

7 Summary 

This mini* mission familiarized you with 
some of the haste contra U and displays far 
Star Wai> Rebellion. You learned haw to: 
locate a sysietn based on ns msources or 
existing facilities ustng the Oalaette Infor- 
mal ion Display, study the hecior svindew to 


evaluate a j-ystem^ capacity for mines, 
refineries, and other faciliiies, give a sy.stem 
specific Build insi ructions in Us Manufac- 
turing and Praductfon window; direct the 
Agem droid to build a facility; and adjusi 
the games speed. This mission also Urnghi 
you a I III Ic about the interrelations of game 
concepts, in this case haw mining and refin- 
ing your raw materials increases your manu* 
faciuimg cttfiaoiiy throughoui your systems, 
Over ihe nexi few mim* minions, you’ll 
learn huw to expand your lerriiory, and huw 
to use yaur manufacturing niciliiles in 
different ways 

A'OM..* Ai ihi%poinl you may wish to 
rhe xcmir, ptu tie a Irmly ij iht' F.tnpUc hcis 
bn 11 pesicriMg you. ittar ftcMIlon 
l.s a rtnlwirnKgUftif; f/ils means as you've 
brni ctfsua/K prru.slrig the manual, ihe 
hmpire has been aggee.s.slvely hMlIJing up 
its Jofvcs. r.vp/arbrg the gflio.xy. and trvtng 
io fulflW its vj( too" tonJUbJHs, la s«ih u 
new game, c/leh cm the Gomr OplTons 
butum ai the left oj (he screen. 



tTA siwws on 
which unH Is 
escimateci to arrtv«. 


Status tdls wtiere fMilcy 
Is In prodjctlori procsM 
in this CAW It L» «r route 
CO Its desflrtation system. 


U^nufaclcKtnq Status 


04t«U;i'6 


tfiCetion 
ET.\ DvitWMWri 


Rtfe U 

DOflihetsftwS VaWe 5 
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Mlnl-MIssion 3: 

Sway Neutral Systems to 
Your Cause (Play as Alliance) 

In chis rruni-ni^»>ii>n, you'll expand your 
sphere ol inlluence by sending out diplo* 
rruinc missions to bring nemm) systems to 
your side. In doing so you'll learn hem lo 
use the characters in the game to achieve 
specific goals hy sending them on missions 
A niissinn is a specific task .1 character 
ailfmprs CO arcompiKh Here s an overview 
of I hi* tni.^ision proves*. 

You jivnd tharuiieri on mihJ>ion> Iroin a 
^>'itein or fleet you control You «*k\i the 
mission and the destination. Once you've 
assigned the mission, the charatier immedi- 
ately navels to the destmaiion When he or 
she reachc.s the de.siinaiion, the character 
begins perfi'jrmirfgthc mission. 

How a rnKsion coiKludes depends on 
many fa^.tors. including ihc i\pe o( mis-,K>n, 
the destitialioii, and the iharaUers ?4rcngihs 
and weaknesses I here ary also, ol tourse, 
random forces at w ork w hich means success 
IS never guanmteed ^mc missions into >xw 
opponents or ncmral systcirw can l>c foiled, 
whicli mean^ the enemy dciccicd your per- 
sonnel and thwaried ilieir efforis If iliis 
happens^, younigenis. may be Killed, iiijured 
or captured 

Missions that areni foiled can end in 
success or failure, depending m large pan 
on the skills ol the personnel on the mission 
Your message drmd (R2-D2 if you’re playing 
the Alliance i tclH you >vhcn ihc ch.n.icier h 
ready in rcpt*)n on tl>e mis'iionK outcome 
Or certain iyfH*s<»f iIh* tharjcier 

will ask you if you want the miscion to 




coni lime, until tlieir efforts can no longer 
pnKluce results 

Wlf; f or lumplete demlfs mi mHsImis, 
lend (he seecton on < hmrKieis and Missinns 
m ( tMpicr X 

I Selett a neutrAl system you’d like 
to convert. 

Thi«i lime as ><iu [lerusc theg^tlax), do so 
fn)m the jxnnt of view of 1 goj»d shopi>er, 
Fxamine tlie blue systems, which are neutral 
^1iK*h ones haw (he mcisi resources (red 
and yellow squills'!? ttn* most energy (blue 
:hicI white squares'? Sdeu systems which 
already have popular support low'ard your 
side, since diploroatic missions work bv 
increasing populai support. 

When you've Found a few system*; that fit 

1 he hiU, double-click on their Manufaciur- 
ing and Pmduciion icons to take ^ closer 
UK>k at whats on those sy'siems d ig 2.29Y 
Idea IK, you'd like to find a system that 
airvadv las rranufaciunng lauluies, such as 
construction yards and shipyards (hig 2.291 

When you s*€ selected the neutral sys- 
tem >*ou want to convert fust, dick on the 
Miidraizc button on it< Manufaciunngand 
Produciion window. Tlii^ will add the syNiern 
10 the sloic" on ihe Wimlow RefeTcnte bar 
.It ihe figlii of the streen <1 ig 2 IS) 

NOfl.: thr>c ">h»r>*’urc n Ijtmrfv p/occ fo 
uon win<fiMv> dnir you plnn ro ger Nte/t to 
shurdy; (or example, ff imc 0 ) yniti svsreiiis 
has aconsrruedon yard, yoir euii direct the 
svsiem (0 huiM stmieihing. (hen minimise 
(fie winding so ihm when Imi/ding is < 
vob ecin <juii hly raff rhm 1 imsnu< (hm yuid 
up and leff j( (n hudcl stmn tfifttg el.se. 

2 Loc4te your characters. 

Star YN^rs Rebellion's characteis add an 
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cxciung elemeni lo ihc 
i’anic. Many d 1 the ehaiao- 
itr» are familiar, Luke '^kv- 
wulkcT, Princess Lem. and 
Him bolo all arc feacuied 
Other dmmcier^ arc drawn 
fromihe Stui W'u>^ bnnks 
and movies. Uu're m' ftO 
characters in all, rvrnly 
spin hetween the Imipitc 
and ihc AlUaitu I'ach 
character m the Kiunv \y<*> 
di He rent chara«erisut>. 
stnfni»ih>, and weftknes>e> 

SOi I'.: side 

t/u' uUh seven 
"corr" ihomi tf'n. For iHc Allium t\ these 
ehtjrtftUTA un : Vftnt Mt^lnnn. im /hr 
system i/ir Al/inHfc hem/t^tuu* 

ti'is, and I.uhe .Shvwtilhei, Lek» Ot>{(mo, 
fhm ,Soh), Chc>vhfin«,./<m Dndtmm/, <frrJ 
VVrJge Anrlllcs Vhv/n. fire BnipfiT nluavs 

)>rj;fMS /ht'gnmc wfjh: I mprhJ/ Pfljpr/(fnr 
cm Comscivn, mid Durih Vaiiet jcrfenod. 



FIC. Z.2B WINIX>W 
REF&fUNCC UAk 


Ozzi^l, Fku. Veers, oiid SeetUt, etu h located 
ON a randomly sffecicd Iniperiul'ccmiro/iccf 
system or J]tei. There is also one (iddUwnal. 
limdomly chusm fhtirnncr jivniftibU’ fy 
ecifh side fit fhe s/cirf of (he game fot a 
sum/ 1 ga/a.yv, twe ixtrajoi a medium 
gedtivv tmd four exUaJor a lu/ge gcdctxy. 

'Iherc arc iwo ways to imd out wficro 
yourpcrwntifl ate One is to use the irusiy 
Chtlaclic Ini or mat Ion Display^ Personnel 
suh-mcnu 5>eleci Idle Personnel ansi exam 
me the updated di»pla> t^ig. 2 .30). i^yslcrns 
with large sms mdiuue personnel who anr 
not assigned to nussion^' or commands. 



fic, 2.30 GALACnC INFORMATION DISPLAY 
rERSONNJlMENU 





J A' M\4 tu>AVi 


nie fWiiTi« or ffif system 
Is next ro an kon wtiieh 
shows wlidi Xind or 
window Is miniitiUed 
tin rtils cAsc. a Mami' 
fiiCturH>g ifK^ tvoductlo/i 
wlixiowl. Dowblp-click 
otk the slot ro bring up 
the WifKiOW. 

Window R«fer«nce 
B<u: This «tceo <.onulr\s 
Twnivc "slo&" Tor you 
10 stoic minimized 
System windows tor 
quick retrieval. 


Minimize Bunom 
Oick here to "sluie* 
window In » 
Slot at Thp figm. 


Choose systems to 
convert that already 
have popular support 
Foi youi side. 

This system is desirable 
hecAusc it til ready has 
* corstruction yard 
itfid two Oilpyards you 
can press Into service 


FIC 2Z9 MANUFACTURING AND PRODUCTION WINDOW 
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J he second way to locate pefsonncl b lu 
H’aa'h for a charatier Click on itie 

Personnel I inder on the Control Panel The 
Personnel Finder Iw two tabs (Fig. 2. 3D 
The rah for your side is the defatili, so the 
Window shows a lisimg oi all your characicM 
in 1 he ^me Double-dick on a tharaaer's 
name to open up a wmdow for ihac charai 
lers aurem local ion For the purpose of 
this mini-Tni^lon, double -click on Lola 
Organa to :«i'e her currem local ion. 


no gco^niphk ioctuUm in r^»e gume. Luke aho 
goes to l)agol*ah ai sonic poitv, whic^i, again, 
has nogcographu /ocmion mihe game. 

When you double-clicked on If la m cho 
Personnel I mder, you opened tlic 1‘ersonnd 
tab of the System Defenses 'window lor Yavin 
'VOTE; IPs p(>ssi/)/e IhM^ f rio *na> tdreodv 
been (upturcd hv fht Empifc, ns they 
tend 10 irr oiff fot Yavm ciu/v In the game. 
(/ /hi.s die ease, for die purpOMs of this 
mlMi-mlssfoii, you .shoiiW leuart the game. 



ro lse4ir« 
Aill«rKe pcr«ofin«| 


LlM of Charocecfs 


r*<tOi»n<'l ( Iniliil 


1 elVornnua 


TU to loc«t« IrnrxrlAl 
prnennel. InformAitor 
on year opponent^ p>»r* 
aonn«t is not likely ro b« 
AGCi^rAfe until yvui 
Agents gdther 
inrtiilg«nce duougfi 
t<r>lori«ge miuioris 
(se« 3^ 


Ouse iMJtron 

Op«n Window Burron« 
"lick here tc open 
•vlndcw br clwraeter'a 
cunent lecAtlor. 

Switch to ClkUActer 
rifldAP, 

Swirrh to 
SpKForces rindnr, 

fersenn«( Finder 

Cllek hcr(> to bring 
u0 tni« window 


N*mf eif lele^nru chArAcrer. or you oin enter 
A ehArAcrefs name to And it or the list. 


FIG. ill PERSONNEL FINDER SCREtk 


3 Examine your characters on Yavin. 

There arc five possible local ions lor charauers 
in the gainr on a planetary system ii waning 
orders, on a mission ai a system, captured 
by your opponent on a system or flreL. on a 
fleet ihai la m orbit alwui a system, or en 
roiue between sysictns or fleets 
NOTE; Han, Luhe, Lria, and Chewhaua can 
also be htated ai Jnhba's Palace, whiih ho.s 


'I he System Defenses window (Fig, 2.321 
has labs for personnel, l roups. flghtpi>, and 
ddensivc facilities chat kxaced on a system. 
N'OTh; A II other way to gel /o fhis saeen n 
to douhic-cfich on ihc Sysiew Defenses icon 
fixated to the immedlace hover fe/c 
oj iht system in the Sea or »vixdow. K9 
Try this now hv dichmg on the Clave hu iron 
{•/ the current wtxdmv, then clicking on the 
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S>s(crm ty^fenacs Uon next to H*hrch 
is In Sumicr^ *e<tor 

You 11 see rKc Personnel \ah which shows 
che SiX duiTrti'iei s 3>'ailabk' lU Yuvm Righi- 
:hck cn a thyrjk U'r to bnn^^ up ihi* Thdixurr 
menu Selecl I ruycloivcclia lo leyrri ihr 
hiickgrcunJ ol ihe iharacicrvFm 

After you've rea<i ihc Fncyclop«lia eiiiry, 
Uiwt' iKe Encydop<*iliii .md nghi-dkk uj^ain 
on iltc character ami duk oo Sutus. I his 
shows ycni the characters siaiisucs and tuf- 
rent status ^Fig. 2 J3'. Kighi now LciaV status 
IS Awaking Orders, at other tunes she might 
be Hn Route or On a Missitm or even 
Capeured. Note the raiingi. seciioiK which 
shows which characters arc good (or which 
types of missions. (For example. Lcia has a 
binmg diplomacy raimg. so shell do well on 
a l)i[>lonuiic mission ‘ The other uems in 
this w indow, such as whclhcr a character hat. 


R^D capabUuufs or can have a comnund 
rank, arc coN*crcd in detail m Chapter 3 
Close the Sutus window before conrinumg 
4 Send LeU on Che mlftslon. 

LX'ublcahck on the neutral system you 
mlninuieil in the Windou' Relerence Mar 
slot, and psisiiion (he windows su they lire 
side-bv*sidc Now righKiick on Leia lu 
bmtg up the menu for her character, aelrvi 
Missioo I turn the inotiu. TTic cursor changes 
to largeiu^ crust, hairvi, itidicatmg the game 
wants to know the detii nation for Leiafe 
mission Missions, are objevi. specific Thai 
ij.. mis.sions require you. (or cxsimple. lo 
seku a particular bciUiy lo sabotage or 
character to capture. In this case the targei 
is a s\t»iem, so click on any area ol blank 
space m the neutral system's window 

This bangs up llic Create Mission window 
(Fig. 2.34V Under Missiori Type, Diplomat 



ChArAerrt« And 
Speefow on i*w 
Sjwm 


Minimize burton 
CIum; butcon 


Xl9W*elleK (mi 
^rActpr ee being 
up nwu, 
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Ch»r«cta/ %u\»% 


k Cofw«^4in$ 


rwif 

^•vin 

AvrMiri(4 Cvoart 

Nona 

1J0 


fee<,9^aptom 
*KQW» f .vBw>nja, 
Ecnona^ H«)n^ 
CnWjM >t«ln4' 
L»Mar4rte^)ri$a 
f^5<> CapabNUt 
«Me Phiqpi 
T tocv Trainlrij^ 
^kch,' tefijp-i 
PMiihM Coifirml 
Ranka 




,t\SiVfAa\v' 


Sy»tem or fle« Iw wWch 
c^ac.ier Ik amchc^ 


Chdrocrrr 


C^raerer’a rurraiu stdr\j9 


A (>iArA<r«r's Mtiiig* 
Ar« of pOrtkuUu Interpar 
when you're telcfltns a 
chiirocrer for a mls^on, 


Gidroctcr riAme 


flfing up 

encyclopedia enrry 
for this chA/Acrer. 

Oose burton 
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IS ihc dcfaulL, Rnd since rhsis what you want 
click an ihe checkbox T*'iaV image tomes 
off the Yiam personnel wb. since she is on 
luT vvay to a mission. 
iS'OTE: Diplomcuy narks hy imrettsihig 
papular support an the deuination system, 
5 Monitor the mission's pro 3 ress. 

Open i(u‘ Sea or vvindow k'r ihe target sys- 
tem, Mmo ihe red Mission icon at the imme- 
diate lower-n^t of the sj^iem 


There are Encyclopedia 
entries for ail of the game’s 
characters, systems, troops, 
facilities, Ships, missions, and 
special forces. There are three 
ways to access the Encyclo- 
pedia. Selecting Ertcyclopedia 
from an Item's pop-up menu 
Is one way. Another (s by 
clicking ort the Encyclopedia 
Icon located In many dialog 
Hurnnn boxes: This brings 
you to the correct 
Encyclopedia entry For the 
current context, Finally, you 
can access the Encyclopedia 
directly by clicking on the 
Encyclopedia Icon on the 
Control Panel, This Interface 
Is covered In detail In 


MLiMor) Ic«n4 

lndlt:Al«» rnikkion i« In 
pru^rcas nn aysiem 


The icon indie urs yaii have a 

mission in on ilia Doublt: 

dick on ifu* icon. 

Tho Mi>btyn Status winJuw ihig 2,^^) 
IcfA ymi check the sianis a ihc mi.tslan 
I,cfi -click on the Mission icon [Diplnirnicy) 
and idea statu.^ to hrmg up the Mission 
5itUus window* (Fi^ 2 351 Lcia (s airrenily 
m hyperspact’ When she jrnvcs on the 


Chapter 3 
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Target 


Tralus 


Us^ 


Ute<>9ana 






Tflh d«<dy$ 
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Currently 
sel«(rert rrtlMlcn 


erir^ ur> INAlMlon Type llsi 


Mission rargef 


Select Mission uls 


Decoy »b (TMi will be 
covered In C^Apter 4 .) 


Assign mission 


CAjicel mls^on ^slgnment 


Mission urgc( 


Movli^f sMrfleld 
l 9 ACKgroui>d indlcAtea lela 
IS In hyper>|wse. 


7 (li> *Qi nibslon «gerit» 


»C 1 34 CREATE MISSION WINDOW 


Mission NAmei Rjgnt>cJkk to 
bring up pop*up menu tor 
mlsiJon. Tbere nviy be more 
rhan one mlsslcnx on a system 
Thelnfotrtvuiotk on ihe rigrit 
side of the wifWow rotets fo 
the selected mission. 


Dipl uni acy 




.>! A«.. A . 







system, she will aiuc'maiic'all) hegn her 
diplomatic ellorts. 

As the mission pft>gresses. Leu sends you 
messages through R2-D2‘s mesaaging system 
R2*D2 will beep, and C-^PO will inmslate. 
“There i> a nicssage liom Pmeess Lew * 

There are sc\eral 
ways to acxess R2-D2i 
messaging system. 

Otic is b>' right -clicking 
on R2'D2 to bring up fTTM 
the Message menu . AUMken 


MlMkdik 

Lijthlcd kom 
•n^iuitc Ties 
in Itxi 


then .^Icccrng Mes- 
sages. Another is h> 
simply Icfi-cUcking 
once on R2-D2. Vou 
can also ikccss mes- 
sages via the Message 
Alert bar (I'lg. 2 16) 
on I he leh side of 

"«■ O A«.W 

Messages on iIh' CoB Meting^ 

Message Alert bur are 
sorLcd hy category 
Whenever you get a FIG 2 36 MtsSAC£ 
new mes'Ugc, an H.on 

for that mesvgc taicgory lights up* Cl iik 
on the iu*ri in hnng up the lliisplay Messigt' 
Index window for that me»«ge ecicgon 
I or example, dn king on the Mission Mes- 
sage iconbnngh up the screen (I g. 2.17' 
Douhte-dick on Princess Leu’s rrK'ssagc 
Ihig. 2 Ifih 

A di(^lomaiio m^FMon may hav e “smxts.s'’ m 
increasiTig popular support foi the AIlwiu'c. 
even il it clocsn'i quite sway the system (o 
your side Often it takes an ongomg dipio 
mane ellon 10 sway a s>-stem Lrias repon 
will tell whether the mission suv'iwdcd. and 


FIG 2 36 M&SACC 
ALIKT t»AR 


C>sp2ay Message Index T^‘< 

* *• 



V.. i».«»Wlilli.r« 
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whether the iiopubtion iup|xnis your side 
Lcia will Jsk whether you wjni ihe mission 
10 continue. OeiM*rally you shs>uld dick on 
the checkbox. uKlicanng you warn to 
i.onMniic the mission 

\’OTE: If vou Ain't tespoad fo l.eru^ t{upi- 
( 100 , she will autonuiticnliv conirmu' die 
mission unrif «hc system is 100 pcrcmi 
lovdl to your side. 

You may need to repea. tin* diploiiiatu. 
mission several limes beto e the ^y. stem joins 
the Alliance. W'hcn that happen^. C-lPO 
reports. “GochI news about stippc>n for the 
Alliance.' The systems naiie changes lo red 


uiNi.aMssio*^ » .' c^ArriR ; 



m ihe Sector window, and you now ha\r 
access ra that systems resources and tacilicies, 
NOTE; Any lime you srru/ ti chuKutn on u 
miSMon 10 u s\s/nn ihai >(m ('on't cotitwi. 
you pul ihiii churoclci at risJc Even if (he 
svsfim IS nenfjn^ oiission mav he Joiieil 
hv nieniv forces at ihai syitfua, or if i he 
Fnipire laJics cortlroi of ihui 
f/jc charaact is ihe>r. Ohviously. u (huradvr 
sent on a niission ro on rm'my sys/nn — for 
an rspionw^tr m whf»/rix<' mission 
—IS ai even x^^^**'* "f hemii (aplured 
01 of ^«vmx ihi iiiisvmi /in/ed. 

6 Summary 

This mm h mission outlined the xenml 
process of usiris diplomacy to sway neutral 
sysLen*b lo your side. You IcaiTicd how in find 
and analyze your characters, how to send 
them on missions, and how io numiior iKc 
results. For more infomuium on Slur Wurs 
Rchclhon^ missions and diplorrmcy, see 
Chapier ^ 

Mini-Mission 4: 

Expand the Known 
Galaxy (Play as Alliance) 

On the Cialaciio In formal ion L5ispla>, ni easy 
in see ihai what we kriuw about the galnxy 
IS indeed lirmied. in this mission, ycu’ll 
chart unexplored systems i.ihe onc.s chat are 
srd>' on the Galactic Iniormaam Di.splay'i 
and subsequently Uiy claim to unlnhahned 
s>*siems hy establishing gari'isons dume \ 
imop ocaipying a planet is called a 
and can defend a planei from aliad« and 
keep a system lin your , suit, even if the ^ys- 
tem does noi luve iironx popular support 
for your ;aaje. 
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Once again, you may want 
to restart the game as the 
Alliance before beginning 
this mlnl-mlsslon. 

1 Locate any Longprobe Y-wlng Recon 
Teams you began the game with. 

The U'rigpr\>he \-winx Recon Team is one of 
the Alliance^ Special Forces, ov SpecForce.s. 
Tfu-w are personnel which can only perform 
(.cruiin missions. Longprohes go on kecori. 
riaissonce missions, to tell you aiioui an unex- 
plored system^ loyalty and resoiirce-s. I inch 
side begirw the game wlih .several Special 
Forces rcgimcnm randomly placed, Often, 
LongjvTohe Y*wing Kecon learns are avarlaldc 
ar ihe game's siarl bearch the galaxy for rhcni 
now by clicking on die Personnel Finder 
loon. 'I lusi brings up die rcrsomicl Finder 
windsvw (Fig. 2,Js)\ Click on rhe Sped'orces 
buuon to switch the list mg to Sivclal Foixr^. 
'I his senren sliows the numlier aiul lucaiion ol 
any Longprohes you have available Sdeu one 
of the Longprobe loeatmns by clicking on a 
number, then click on ibe Open Window 
hurt on, or doublc-dick on a number For 
example, lo open the Syitem Def«isc windrow 
for I he Longprobe at Averam, you would 
dick on the number I under the l.ongpptibe 
icon next to Averam. SpccFotres, like (.har- 
acters. come up on the Personnel tab of the 
dysiem Defense window. 

NOTE; If vnu don) havt any I cmgp»oi»cs. 
a/ew'/offtnvmx 3 before lomimfirtg. 

2 Change the Longprobe Y-wIng Recon 
Team's base system. 

kvrj.otind. troops, iipcc.al Forces, and fleeis 







type of SpecForce 
Is tepjesented by 4tt 
Icon; BotMn Sp*«. 
InAltcarors. OueniUas. 
and Lon^probef. 

List &hov4 the rwYte of 
eatii sysfem, and 
and amount of Special 
Forces on (hat system 

Number shows niamber 
of that SpecForce 
regiment in the system. 

Okk on a number rc 
select R, or PewPle click 
re go re that system 




1 

V \ 

l.'\ 

IxirTinf^ 

1 W 0 


• 

a a [B a M , . 

V . * ' ! 

H" 

Open Wlfidow Sutton: 

Go to Sector wirvjow 
tor selected SpecForce 

e0^n/v\MMi4 

1 

> i 

X ♦ 

X 

k 

ICMP 1 iCI tt. 

ClurAOers) 

from this soeen, go 
to Owactei lisr, 

1 SpeclMcn: 

l^r * ' ^ 



tfom Liv>f4CTer list, 
go to this screen. 


r 


FIG. Z.39 IHC rCftSONNFL HNUff 


n IV all a.<:>igned lo specific base systems Ai 
the end u mr^s 1 r>tv this is where the unit 
auiorruiusilly rt'iurm. 

VOTE; Tficf'C tire setmd rxr rpttr>iis frs fhls 
gfttcral fii/c; succe^s/wf diploriuH v missions 
cm/ ivltft r/ie character n iruimin^ trn iftt* 
system, for example. 

Smcc u takes much lon^r lor umih lo 
irdvrl between sectors than n does lo inj\d 
be I wren systems wnhm a sector, iib a jjvxid 
idea lu e^iablKh the team's base in a struor 
thats mostly unexplored .-Mihough Ya\in is 


HI a random <>*s(om on the Galactic Rim 
loch.injite (he l/nigprohc leam^ base sys- 
tem. )(ivd I he icatn ilic command to move to 
the new system Open ihn ^*ior window for 
the sector with the Alli.irne beadquaner^ In 
this example, the headquarters are Vjun, in 
the ModdeU secior, rosuiort the System DcfcTiso 
window for the system with a Lon^prube next 
10 the ^tor window as shown. Ri^i-cliik 
on I he Loiigprobc team and select Move 
(fij*. 2 40). Wlien the cursor changes to cross 


Status menu. 


CMftt»ne« tisvt 
UVa«l*A 

SMv« 

. 



FKL ZM CHANCV«j A LONGPKC6E'S BASE SYSIU^ 
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hair>. dick on the Alliance headquarters. 
VOTE: The arrows or the lop righi of 
the Sector wiruioKsyiip thd< window (o ihe 
other sitlt* oj fKr u reen 
R2.-DI iiranslaied by C-3l*0> will inform 
yciu when the umis have arrived 



You c^n Also move a charac* 
ter, Peet. troop, or Special 
Force by dra£gir>g It to the 
destirwition system. 

3 Starr building more Longprobe 
Y'Wing ftecon Teams. 

Ihe uniy produUK>n la<.tluies>x>u’ve^en 
^rc constTucuon yards, used lo build mines 
And rehnenes. There arc rwo other types of 
preduedon fscihues— slupy'ards and training 
riicilfhc^ Training facilmes produce Special 
F'lirxH’s, such as ihc l.ongpiWic N-wing Rccon 
Itvim. and triH’|>‘, siK'h as Army Rc^imeniv, 
svhuh can gnrriM>n sy.sirins or |\jriiripiic in 
oliensivc cn^n^cmctu.s, 

\OU\: fJnny um/nu* / lyy^nohe V-wrng Rc«ofi 
(c'um^ With V'Win^/jghicrs. a opt* oj ihip. 

Wc need to tram the Longprobe Y*wmg 
Recov) Team, Bnng up the (iaUcuc 
Inrom^tion Displays Manufacturing sub- 
iTicnu, [hen ilick on Training raciliiies 
to find a place lo build t>ur irw^» Click c'ti 
a i-cslor Nviih a lar>*cr Mar. ibcn open ih<* 
Mamifne tilting and Prod iicl ion window lor 
the system wuh ihe iraming yard \hig. 2 41) 
*\<JT£. 8ccfi4>c' the Star H’«r? Rcbrilicm 
gninxv IS di//iTcnf rrery time you play, il fs 
possible >ou don’t ha\e onv fioinrrrg vonfs 
<7 v<3 liable. If tins is the case, for the pujposcs 
of this ni mi- mission, statt the gome oven 


Clive the order to build one or more 
Ijingprobes This follows i be same general 
procedure you used lo build iimic> and 



RigtiT-flkk In 
rnia Mctleri ra 
bring )jp rhe 
Producrloti 
menu 


no Z4I MANUrACruRiNG ANO PRODUCTION 
WINDOW tea A SrSTlM wmi a tkaininc yard 


icfincrics Right •click on ihc Troops in 
Training seel ion of die display then selcii 
lluild Irorii die drop down rm'tiu d <g< 2 4)'i 
Click on die down arrow of ihc scvlion of 

die Hu I Id SeleuioM swrnn ( Ing 2 42) that 



tklIAZ BtflLO saicnoK window 

FOR TROOrS AM> StWOfiCES 
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Click on the Infor- 
mation Icon to call 
up the Encyclopedia entry 
for the selected troop. 

dHplay> Army ilegimcm, the default type oi 
5ri)op. A K’roll-dowi\ \m nf irrmp.s appears 
TItpse are all ihc troops aval I able to yoti 
Scroll dowti chc list and ^'\t\ c I .ongprobc 
Y'wing Recoil Tcnin. Noio ibc cot oi build- 
these units Cfteck yotir viainieiwiKC 
Moruioi*s to make Mirc ytnj am alloid to 
build the ream. [C'-.^PO will tell you if you 
don't have ihc rnui me nance capacity for 
sornetbiMji you want to build.) If you Joni 
havr ihr refmed truitenals you riml on hand, 
con.siPtiaion will cake longer bui you will 
eventually i?ei some ntatk'rlals lo btnld with 
and can, iheielbre, still minair ihe build. 

Go ahead and stun build two or three 
teams. While you're waning* loj* your Long- 
probes to be built, ipy increasing minten- 
ance capacity hy building a lew mines and 
refineries. Find other systems with ii«miing 
facilUlcs, and slart building more I ongp robes. 
R2*l)2 will iniorm you when your I x'ngprobe? 
are finished. Move ihc I.ongprobe\^ base to a 
system you control on ibe galactic rim, such as 
the Alliance licadquanorb, tksenbed in step 2 
4 Send Longprobe Y-wIng Recon Teams 
on Reconnaissance missions. 

When your Lon gji robe arrives at iLs now 
base, explore ihut sector. Gh*c orders to per- 
sonnel by opening ihe bysicm Defense's win- 
dow for that system. Ri§lu-<hck or the 
Longprobe icon and select Mi«5slon Irom the 
jR'p-down menu. The cur^nir cbungeai to a 



cross hair Pmni and click at an unexplored 
system The Create Mission menu cornea up, 
Reconnaissance li tl\c only rni«lon av-ailablc 
in the tlrup-down menu, and ihai> what you 
want. st> chek on the checkbox 
NO'J l.aih charaaer o> Spcdarcc is 
itipahle of pc I forming only some of the 
m^ssiun types, Nmr fhul you tvn'i seiui (ht 
I ungprobe off on a Oipfcmintje mi.s.shm; ntn 
can you send Pf ifi<rss f iln to explore ihe 
far reaches of ilic galaxy 

The Alliance Mission icon ap[iears tu the 
right of ihe !^y^tem you chow, In diis example, 
Endor (Tig, 2 The Umgppobe icon, 
meanwhile, goes off the Personnel display 


Pie, 2 43 SiCrOR AND SYSTEM OPPENSES WINDOWS 
AFTER LONGPROBE IS SENT ON 
RECONNAISSANCE MI-WlON TO ENCX3R 

Vou can double-click on ilu- Mission 
icon, bring up the Ml«iom window, and see 
thai the Longprol^c i.s en rotiie to the system 
When the unit ainves. ii will amomacicallv 

y 

begin Its reconnaissance ut the system. 

5 Suit building troops to Umd 
on systems. 

It will take a huk' while before the reconruus- 
sance resulis t one back In the mcariitme, get 







v>mc [wops ii?ady in case ihc s)'stem is unpop- 
u laird. Sianonmg iroiip^ on a system csiah- 
Ishes A gam son, giving you leady access lo 
dial >ysirm's nxsources and i hr ability in defend 
dK iysU’m [rotn possible Imprnal aiiack. 

To build troops, again, lind a ^>slem with 
training laciliucs ihai areni doing any thing 
This time, use the Galauic Inlormacion 
Display mcmi to select the Idle Training 
Yard option of the Manufacturing sub-menu 
Tfiat will show only training yards that aren’t 
already building something. Bring up the 
Manulacujrmg and Prnducrion window and 
righl'C. Ik k on I mops m I raining. Alliance 
Vmy regintem> arc quick lo build and don't 
require many resoticces; they ^'houkl do the 
nick mccly. 

6 Find A CApItal ship to trAnsport 
your troops. 

Gipiul sliips are large ships, .some of which 
car) carry fighters or iroop.s. I'n^ops 1 raveling 
to newly exploited b'y^iems muM ho aboard 


such a ship. A good choice is a medium 
iianspoit, which can carry two iroops Hach 
troop icon i.s actually teprrsrnianve of one 
rrgimrni, or group, of iroopi; 

Click on the rieci FimltT icon, ihen dick 
on the .Ships button d ig. 2 44) (iotibk- 
cUck on a transport ship name to open the 
Fleet window for that ship (Fig 2 45) 
(,Altcrnately; single-click on the ship to high- 
light It, then dick on Open Window,'' 

All sltips are part of a fleer The next 
mmi-mission will cover ihc Fleet window 
in detail (Fig. 2 4fih For now, move ihe fleet 
10 ihe System that is building iroops. Kight- 
liick c>ri die iranspori, choose Move, and 
idea the desunation sysiem when the cur- 
sor dvinges to targeting cross haiis. 

U will take some time for the transport to 
arrive When u dots, move the completed 
uoops onto 1 he sliip, either giving the rlghi- 
chek Move command, or by dragj'ing iKc 
I roops onto the ship 


Displays Imperial ships, 
Aiii«nre ships. 
WsplAys All Ships, 


TTi^sp Ar? aH yosjr 5hips, 
Click on A ship to sci^f ic. 

Click twrc to bring 
up Fleet Finder 





b"ip *WtT4 


MIUaM .ShHn 


linn*D«o>’ 


Close Isutron 


Ofwi Window 


Ship Fln«r 


Fleet FlndPt 


FIG. 2.44 IHtSHir FINOEIt WINDOW 
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Alv\ 




million ti«ii«|9or 


X«rMHl^ tev«l» 


M**rc« A’tfiiXojtTprt 


fUia*x4 i^«i/ R?guTB(j 


FIff T lofAfion 


Doubl«<l!U or A Hcpi to 
we &\\i ll»t »r eapiral fttilp&. 
Sekecear 

Ilhen cUcJi or 
the ub» 4( hghr 
ro wc «vhMt'» 

(jooM the ship 

troops aboard 


Curreriily wlecfefl 
fle«i 

CaplMl ships 
in that neet 

ToTdl righrets 


TotAl rroops 


(Vrsonnei 


Hprp ls« 
meOiurri 
transpotc you 
can move to 
a new 
system 


This transport 
already has 
two troops 


FIC. 2 46 FLEET WINDOW 


FIO. 2 45 T>1E FLEET VS1NDOW CAN SHOW 
DETAILS ABOUT INDIVIDUAL SHPS. 


has a bt ol resources available 
(Fig. 2.47) 11 ihei^' au* no 
fadlicies delcni>cs, ur loyalty 
indicators on a sysu-in, u 
rof'ans ihc sysicm is unpopu* 

Liicd Grab ul 
8 Send troops out to 
build gArrIsons on unpop- 
ulated worlds. 

Posiuun ihe I led window for 
your transpoa ship and i he 
i^fcior window toriunriiriji 
die newly cxploivd sysU'm so 
ihry are next to cadi other 
vl'ig. 2 48) Righc*di(.lt on hv 
iMtispori ship, select Move, and Ihen point 
and dick on the dcsunation s»icm with the 
tar^eiing cross haiis. It will take iomc ume 
t'er the iran>pon slnp to aiTive. When ii does 
click on the Troops i;ih, «clcct the iroopj, 


NOTl: Titc Fians^jon mnv o/rcntlv liavc 
troops cm hiuinl^ To sec uhofi on « ship, 
sclccf fhe ship, (hen sclcn the Tioups tah 
at the ri^hi o/ (he Heel window. 

VOTE, Bcamsc ikv ^ame begin* rondomh 
nery time you play, ( licit’ is u rhance yon 
<hmV hflve a nonspon ship uv<ni;tbb. If rhis 
is (he cfl.se. use the GcdocUt MformtUion 
Oispluv Vfflmi/fltiu ring menu to jiml an 
orbiUi) shipviifxi. fhi’H build fhc .’remspoM 
using (ht same procedure you used for 
hu/Mlng wimc.s cmd troops, .Shipvfot/s wnl 
flecti ate toM' ml In dctoil m the nrxi 
mlni*miss((m. 

7 Ch«ck on the status of your 
missions. 

soon a.*! the Longprobe ha4 mrornurton 
aboui that .'?)*stem. ^*ou11 w'c ihe f.imiliai 
whilc/hluc and yelbw7red bars under tlic 
system, hi this example, it looks like Endor 


riu. 2.47 
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Fleet Is In o/bic * 
aDoue system 



M odium rr<tn<paii;^ 


AKeoca £rny 


IuIjvk^ 


Select noops. then 

>lght-cllci( to br1r>2 
up menu. 


Conltnned Mo^ 


no, 2,« flElT WINDOW: WHEN VOUIVmANSrORT !S IN 
ORBIT, GIVETVIE ARMY (lECIMENTS THE COMMAND 
TO MOVE DOWN TO THE PLANET SUWACE, 


ihfn ^flra Move and click an ilic sy^ifm 
9 Watch yojr galacdc lnfluevic« soarl 

Ai ihiji pyirl you can hv^m exploiling ihc 
>y>U'm, buildin); mine*, rdirit^rif^, and uihcr 
ladUtie*. You can double* dick on ihe 
System Dele uses window lo see the newly 
positioned Army Regiments (Fir. 2.H9). 

Note ihc message CFig 2.491 tliat says. 
Garrison RcquircmciU! 0. If the {population 
of a system you cotuml docs tpoi strongly 
>ii[>popi your side, you may netnl 1 o gurrusnti 
iroops ihcre lo mam lain conirol In this us«. 
ihc syslcm is unpupulaLt'd, New y colonized 
systems don’t liave gaiTiion requirements 
per se, but in order to mamcain corurol ol 
them you Kive lo keep a there 

until you build and deploy your first I'aciliiy 
to that system, at which tune the system 
becomes 1 00 percent loyal and you can 
remove the pcgiment 


Mosi of ihf sysiems you explore will be 
un populated , bu 1 many will be popululed 
and tit lU nil You can iry to u«r diplomacy 
to sway these neutral syslems Also, don’t 
lorget your opponent lus this same lechnol- 
ORV to exploit and Rarnson tl\e outer reach* 
ea of the galaxy, so you may be racing to lay 
cbim to rhese i?vsienw. 

4 

Mini-Mission 5: 

Take Over Some Systems 
(Play as Empire) 

No more Mr. Nice Guy' For this mini- 
mission you'll begin the game as the Empire, 
and win over systems the old-fashioned 
wav. by force. 

1 Start the game as the Empire. 

In the shuttle at the beg.nning of the game, 
click on the gieen lnipo''1al icon. 
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Oner ttie fleet wIncWw/ 
Sysrem Defenses Kor 

Pricier l» now red, 
denoiir\g AiilMiee 
control. 


m 


Click her«. 




rQoptr Regiments 


Gdmson Re^iuireiTisnl' 0 


Trooper 
Reglinencs r^b 

TN« Is the minimum 
nurriber of croons 
neected to inAinraIn 
control of system, 



PIC. 2.V) nLACINC THOOP5 ON AN UNPOPULATED 
WO <LD GIVES YOU CONTROL OP T1 lAT SYSTEM 


Tht iiiiuicl’.KU'is ,ci.('>liic« arc difTercm. 
You'll especially likt iht k'gmn rf scoi*m* 
iwof^ers standing at fluenuon lo $rcet you as 
yuu cJt\*k. The Command CVnicr (Fig. 2,50'i 






.. ;,v •• 








FIG 2 50 COMMAND CEMTtR 
FftOM EMHRE'S PERSPtOlVE 


ilu* hiiiTit' features as ilie Alharur ^idc, 
but tlu* i;raphlcs arc sUghily dillcpi'ni, amJ 
instead of C and R2-D2. you have 
IMP-ii Mililary Frotocol Dmid and hlV7. 

Listen to IMH^22 in get the Empires per* 
^pecuve on the current ^tare of galactic alliurs 
2 Analyze your fleets. 
rifpfA arc made up of. 

♦ t'APITAL SHIPS' Large ships take a Int of 
umc and rcv^urccs to build Some capital 
ships are heavily anned and defended, 
while Olliers are designed primarily to 
cany lighters nr trnnps. 

FIGHTERS 'I lie^ie arc small maneu\'er- 
ablc ships such as ihc TIE fighter 
♦- TROOPS These cire regimmw such as 
stormtronpets, Tied Keg i merits, and 
Imperial Aimy Regime ms, 

♦ PERSONNEL: These indiide characier.s 
who can take command of lleel^, in'ops, 
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Trter« nviy more chwn one 
H«ei orl>lllng « sy»rem. 
t>ic inferrrvfltlon ee right refers 
to ctic highlighted Rcct 


Fighter Icon Indicates one 
nt mnt9 flghr^rs are in ftw 






ak 




P\hmU 




VIcKuv D»KrOr«< 




CSDtACl laht ''tUSAi 


Fleer Icon 


M^*r?rrnTifriiTTiriTrfl’ ^rllVln•lrTlV>f1^T*'gfr'^^*»^ 
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and Special Forces to perform missions 
for you 

N'OTE: Tfir Alliance /las corresporid- 
in^ shi/>s, irofips and pcrsonnr/. See 
Chapter A for deiaih 
You bcjiin the pime with a rantiom 
assonmenc oi ships, ileels, and .roops. 
Locate your existing fleets by sdecimg Idle 
Fleets front tlte Fleets sub-menu of the 
Galactic Information Display (F.g 2,51), 


Open a Sector window, 4urh as Corel liar 
m Fi|. 2.52, which has several flecb. 

N'OTE, Fleefs are iadirdti'd in (hr Srnnr 
window hy the F(m iron on the righi of a 
sy^fm ihai ha^ a Peel. 

Double-dick on a Fleet icon to bring up 
the Fleet window (Fig. 2.521. This window 


PIC. 2.5) CALACTIC INPOflMATION 0I5PLAY; 
IDLE FLEETS 


FIC. 2,52 SECTOR WtKOOW FOR A SECTOR 
WITH TtHREE IMPERIAL FLEETS 


Displays tlcct contents. 
These ar« the cApllai ships 
In Che fleet. Note the flgfirer 
Ana troop Icons show which 
slilp is c^nylng fighters 
and/or troops II pcrsonrvcl 
were aUrwrd this fleet, a 
persoftfsH Icon would also 
l>e displayed. 


CAphaJ 9t\pa T«bi Displays 
ilie ships IncliKled lit die Reel 

FIghcci tfll> 


Troop tAC 
* Personne UtD 


Troop Icojt Incilcaees one or 
more troops on fleet 




IBSaa. 




BCK. 









FIG. Z.54 FLLLT WINDOW D6rLAVIKOF)OfTUtS 

This screen i.i>niauw f^^ur \»bs. one weh 
for cfipiial sh^p^. ti^jhicr squadrons, iroop 
rcgimenis, and personnel The Idimosi lab 
displays icons lor each of (he capital ^ps. 
You can have any mmilx*r of ea|nial ships 
in i fleet. 

Click on (he next lab to sc*c ihr fighter 
squiklfons. The left number shows ihc num- 
ber of iighicr squadrons m the fleet ihe nj;lii 
number show 5 the number you have room 
for. Likewise, ihc rr^x>p Rcgimcni tab shows, 
how many troops you have and the lurrcm 
troop capacity U 2 55). Finally, the Per- 
sonnel lab show's which cl'iaracters or bpcc- 
Forccs aie a part ol this fleel 

When you select a licet on ihe left of the 
screen (Fleet 4 m this ..ase). these four tabs 
shovv how Heel resources are allm:aicd for 
(he entire Heel For more precise control. 


you can see how n*sourcc< are dismbuted 
on each capital ship Doi blc<llck on the 
Fleet 4 m this cxiimple k vo icons for each 
capital ship in ibai Heel Single- dick on a 
ship to select It Sow the iabi< ai nghi show 
ihe comcnm for that ship only (Hg 2,V^). 


OeubK-«lkk on 
llM<«oscetia 
capKM^pL.. 


ttvn cirk md 

vNp (o «eieet ir 

TNsaideafdw 
wkwiow now 
shows ihacnm 
c4lt«e troops 
aeon ihe 
GaHeon 



GaIIioi) i 





FIG. 2.56 FUET WINDOW CAN SHOW INFORMATION 
FCntSPECffiC ^iPS. 
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f len^ out with names such 3s Fleet 1. 
KlecL 1 . etc You may assign a more meaning- 
lul name. Rij’ht ^IkI< on the Fleet icon and 
select Rename I nun the menu Ty)v m 
Attack Fleet 1, or some other meaningful 
name. This will help you organire your 
fleet?, and will also help you locate a speul- 
K fleet witli the Fleet Finder 
3 Select a few systems as fleet bases. 
A; (lie lit'gmnmg of the game, the comems 
of ihe fleets ma> not pem*crful cnou^ lo 
lake over a system Plan on usmg at least two 
system^ as b.tses from winch you'll build up 
these Heels Use the OaUiie Information 
I^isplay lo hnd sysienis with slu|>yjirds, 
training y ards, or both You can imne a few 
as’Aibble fleets to these systems by right* 
clicking on the Heeis and sdeaing Move, 
or hy dragging the fleets to the nov' system. 



CoruseAnt. as Imperial head* 
ctv I Afters and bAse locAtion 
of Fmperor PAlpattise. aKvays 
L>e9ns (he $Air»e with a l^eet. 
You should resist the temp* 
ration to send this fleet out. 
however, as it Is cnjciaJ 
that Coruseant remain wcll- 
defendeci. 

4 Build shipyarrls/tralnlng yards on 
fleet bases. 

For chrs example, employ the sirntcgy of 
csiablishiiig a base system lor a fleti ihut 
lia.? both a shipyard and a tiaining yard. If 
vour fleet base is missing one or the other, 
set I f vou hac e enough energy* units tblue 
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squares), relined material and m-.itnienancc 
capacitv to fiU the gap 



Ar>other strategy might be 
(o build large, single- purpose 
site's. As you play the game, 
you'll develop your own 
sffAtegles and p laying style. 

You can irtHrua your droid agcni lo 
build lauliiufs on any sy^ietn Right •dick 
on IMF'22. ^Ica Build Facilities Irom 
lMr*22s menu The cursor changes to 
largciingcioss hairs. <Uick on the system 
you’ve chovii as your Iw system The 
M.iridanJ HuilJ Vied ion window comes up. 
Sdeu Orbilal Shipyard (or Training YarJ^ 
iind click on the checknuris IMF 22 will 
track down the closest available consiruc* 
uon yard to do the task 
5 Start building more ships, 
hurt buildup more ships to uurease the 
rircpMv*cr of the fleet. Bring up a Manuiac* 
tut mg and Production window (or a system 
wiih a shipyard Riglu*cUck on d\c shipyaid, 
ilien sriou Build. Vroll down the li?i of 
po^Mhle ship> ami t'Aaiiiino which ships arc 
available and how much they co?t to build 
You may have to start out ^mal). perinaps 
churning out Tlfc lighters until you increase 
your mamtenance cupaciiy A strong ileei 
.should have several capital ships with strong 
firepower capacitv; such as Carrack light 
cruisers You also need scv'cral capital ships 
wbu'h can cam your in>ip« C»al Icons can 
carry two irtMvps each and aie well -defended 
but don’t have offcn-iive cajvif)ili)v. Siai 
Desiroyerv, on the other IkukI, i.m carry 




(r<‘'ops and fighters and have olletisiivc and 
ilefpn^ivc capability, hut lake a long lime lo 
build and are c>:pcnsivc lomam.ain. Ii ib 
aluay-s a gix*>d idea lo fill your flcei lo capac- 
ity with Ml fighters, and (0 have back-ups 
on hand in uix* sum* are destrerytd m haiilc. 
NOTE. Til. /ighrers mn also defend tke 
system tm wfiuh ifiev arc suuio»\ed. 

If you can't build all i he ships you war^i 
for your fleets, look around >our oiIht sys- 
icm^ for fleets >\>ii can 'break up.’ kuhangr 
A ihipH Hen assignment, simply open ihe 
I \ev[ window, douhlC'Click on a Heel to open 
ii, then drag a ship from one Heel lo anoih* 
er. lo spill Ki laigr fleet imo several smaller 
fleets, right •click on a ship in a fleet and 
select Create New Meet I mm ilic menu 
NOTE, /ighferA tUrn't lurvr hvpcnfilve 
frt|wl>l/liv; ffiese /fgKkTS <«« only /«• used 
sysieM'bnsed rfc/enscs, or rmivi f*i' plcwcd 
on a rupiud sfiip /o» rrunspori find s|hwi* 
deployment Tfiev nren'r nctcssonb /he h* vr 
ships m /mild first when cremnig a fUri. 



Bring up the £r>cyclopedia 
entry or Status wiridow of a 
ship or to see its canning 
capacity and firepower. 

6 Start training more troops. 

Right- dick on a training yard and select 
Build lo brmg up a li:^ of troops and Spcaal 
Forces you can build ji thai irai ung yard. 

As with ships, more nMlicni inxijK cosi more 
resources and lake longer lo hmid ■Reserve 
your siormiroapers for syslcms where aiiack 
seems more imrmneni. or lor IUx*l?» lhai are 
going after more heaenh'-ddended syMcms 



Build Fleet Regimenii to have on hand lor 
garnsons. Planers that are taken over by 
force lypically require more troops in the 
garn^in lo maim am order However, these 
garrison recjuirrmcnis arc ju?i easily 
hilhikd b> Heel KcgiuH'iiK (which you can 
build rather quu.kl>‘ as by alomUftio|)t*rs 
cwhich take a long tunc lo buiU!'. 

7 Assign perMnnei to command 
youf tofces. 

riceis don't requite personnel, but ihey per- 
form much belter if conmunded by compe* 
icni characicrs You hcgi i the game wuh 
scvciu h.ir.u (crs, which is enough to begin 
your qu(si of uMal dommaiion You can 
recrun more chanu icrs (he ftime pmgre.ts- 
cs, more on ihis in Clup/cf ^ 

Click on ihc Idle Periionnel opOo" nf 
the Personnel sub-meiu under the Calauii 
Informal ion Display This shows how your 
I haracicrs are dismhuted throujdioui die 
gsilaxy To acni m on a specific charatcier, 

(,1k k on (hr Personnel Finder Select the 
l.mpire uh arul browse through your avail- 
able characters 

Ibere are ihrce po?«(bic lyp’s of command 
a character may ha\e Commander, General, 
and Admiral. Generals enhance ihe sirvngiltj* 
of trooper regiments lor assaoU or deiensr 
< 4immaiidcrs enhance the cSccuvcncss ol 
lighu fs m iho laccical game Admirals 
imp(ovr a fl»*cis performance in ihc tactical 
gpmc and mipRwe I he effcciivcness of 
orbital bombard mem (Ranked characiers 
also uicccasc the ability of i heir associated 
uruts to delect arul (oil cnvmv rmssinns 
This ability is cx>vered m detail in Chapter 

Of the characters you begin the g<unt 
wiih. Jcqerrod is a good choice to assign as 
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admiral oi yuur fltrti I W lia'< strong lcadt;r- 
ship and combal bkilK St'lfi 1 Jcrjcrrod in 
I ho rci'sonirel hinder, .mil click on [he 
Display button lo bnn« up bis lairroni Uva- 
nan. \ow\ use the Fleet Finder to likewise 
open iIh' Fk‘ci window for your Attack 
Fleet. J’o.siiian ihc endows so ihe>' tut next 
VO each ulhen ibcn dragjcrjcrmd omo the 
fleet. Next, s«deu one of the remammg char- 
acicrs VO be a j'eneTal for tlu* a«ault forces 
on civ: fleev, and move ibm idiaraccer onto 
ihe fleet as well 

Rlght-cUck on a charACter 
and select Seaeus to see 
which command ranks rhiaf 
character can hold. 

It sM II take the dwaaer* some iime lo gee 
I lU he fleet, and signlficanily km^jer if they 
It. it, IV cling between sectors. 

8 Increase maintenance capacity to 
support your efforts. 

While you're wiiiiing for your orders to be 
earned out, >'i>ii could U'^e tlic opportunity 
to rruke sure you have enouglt malnrctiancc 
capaeuy to put your grjitul plans into 
aciion, vnd out Reconmissiince missions io 
explore ihe outer I'cadves ol the galaxy, and 
build iroops to establish gamsons on 
unpopuUied .s\'stcm,s when you lind ihcni, 
VOTE; WVirn you're p/aving rho I mpiir, 
reTomitfii.stince ts corned out b\ imperial 
probe droiiia rather ihon Longprvbeit. 

If you prdei; lMh >22 cm carry out ^ome 
of ebese tasks. Right -did< on IMP-22, rhen 
sriec; Manage Production, .md/or Manage 
Garrisons. lMP-22 wvU manage \'<nu* 


resouacs la ihe hose of n.s ahiliiy, but you 
mighi warn to kee[i mi eye on ihings. check- 
ing back w'uh IMP*22s C.iluxy Overview 
option occasionally, la make sure you re 
:sarkfied with the rcsulu, Ihe deL.uU of fiow 
your jgcnc manages pvoducuon and garrisons 
IS covered in Chapter V 

9 TArget some fulcy neutral systems 
for takeover. 

Mudy iht known galaxy and decide which 
system* you wani u> itiiaok first. Tn '^tan 
pick under-delended. neuiral sysiems nch 
in K sources and/or lacilihrs 

Most oi tlvc Infomuilon you gel aiioui 
[ivnducrion bciliucs and resouixes at dtr 
beginning of rbe game vs accurate. Keep m 
mind, however, that unless you send out 
tspkmage rniMions, your Informarion about 
planetary deienses may be ineomplere. Make 
sure your fleet is strong enough lo deal wuh 
any suipriscs. 

10 Pull Attack fleets together. 

'^D*7, y'our message droid, will inlorrn you 
vvlum your troops and figlvters are I'eady 
Open ihr '^ysk'm Defenses window and drag 
ifie troops and flgfttcrs onto the fleets. When 
yovir chiiixiciers arrive on Kiurd, nghi-click on 
each charnaei* icon mul sden Command, 
then assign tlve rank iAtlniiral or Gcru'r.ii) 
NOTE, if fs nyf emmgli to vtafion a 
du7r<7Ctfr cm n ship orjvsifm. Vmt rtutsi 
as.sign a command rank for ihe- c htzrtzfif’r 
to be e^eefivt'. 

1 1 Send fleets to target systems 
and attack. 

bend the ikci in ihe larger system culver by- 
dragging It or by rigln •clicking on the fleet, 
selecting Move, iheri j<ltaing the desn nation 
system The fleet will let you know wlu*n it 
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arrives at the destmauon Ai ihai poini. 
yoxx'ic ready fori be aicack 

In order totakc tnci a plitncL you n«d 
to conduct a pUoeiaiy estneh menns 

that the troopv on your flcei cpwti to 
the planet Anriaec, U^ihi any groimd troops, 
and, d siwecsstdl. establish a ganis«ni There 
arc numerous Wat's ihe s)stein uill try lo 
prevent you from doing this If the sysieni 
you’re uirgcung is your opfH'menK, tou 
may have fleets and fighters lo g» i psisi 
There may alsc*> be defensive lav i lines sui h 
as shielils and baitenes A Uuiery cun darn* 
age 0 ^ desimv sfn|\s svhuh are bumlxirdmj; 
Addiliorully a halter) can lire at jn a^uU' 
mg Fleet regiment and dcstro)' it. hhidd.s 
protect the planet from assaults and hom- 
bardmems. A system with i\so shields is 
called fully shielded, which mears you 
cannot con duel an asstiuli o\ ihji >)siem 
Ground troojis on die plarni ore the liv>i 
)me of defense 

NOTE; .Nfiitia/ sysrerrivdon'i kaie fhrts, 
fightet^, ot iriMfts. hut ihf\ nujv huve 
dffrnsi\ t Jut diilev 



nM«M 


nc. 2.5; tUU U>nr«(> KtAOY 10 AITACK 
THE NEtmSL SySTlM DUMB. 


I he e>cample streenshot (Fig 2 571 ^b<nvs 

<1 Heel about to aitempt a lakcovcr of Dun^s 
Dv looking ai the Sysceni Defen-se^ vsindi'w. 
you ton sec ihot Dutns Has one planeiar> 
shield. This isiA .so Ixid iwo slneUis on a 
system , on the orher Kind, would elleauely 
preveni a planelar) a>sau i out 

I hat option 

l( )ou are :it lac king an enemy gather dun 
a iieuinil) >\'sAem. ysm may choose to conduct 
uri i>rlmal bt'mbardnvfni ol ilw s>*sccm to 
weaken u> Je lenses paiticubrly its ground 
iroops Hv‘wevcT. bombarding a s) sieni ean 

be nskv Anv haticncs on chat svsietn w ill 

« 

shoot hack when you are homhardmg I ur- 
ihcrmom, if \iiu lnj<lv<*fieruly desiwy any 
asilian fav ihm'son a system, your popular 
suppi'n ihrvmglioui the sector will decline, 

II possible N. lick on PUuciary Assault lu 
tr> lo uke over the sysicn When you 
osMuli a s)*stcm the game will nn median* I > 
report ilv? outcome tFig. 2 58) Click on 
Imperial Forces or System Fones W) una- 
lyac )ourand ihe s\sieiirs«aNU,iliK> II the 
assault IS uiisiuxt>slul. ycu may wish to 
bring m ^emh^^ellH•tU ircops 
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12 ConsolMACe support — d«Al with 
Any uprlslns. 

U you svtcccsbhiUy uike over a plane i. you’ll 
ususiUy Yarz to deal uiih ihe afienmih of 
the attack m two ways. First, establish a 
[VTmanon; gantsnn. Systems acquired by 
for(.t' lend to have high garrison n*quin* 
menu (I ig 2 5^) Him may be iroup> 
on your Heet you san move down lo the 
durlaoe. tr not. you II nerd to bring in in>ups 
irotn your other systems lo lulliH ihc gam- 
son requiremcms 



RG. Z.SV NiWir ALStUKlO StVlMS lAlXK SY 

FORC4 KAVE tHGtEKCAKRSOK UQUIKEMCKTS 

At this point you may wish to send oae 
ot your characters ss^iih sm>ng diplomatic 
skills on a diplomacy mission to the system 
A successtul diplomacy mission will increase 
|»pular support, thereby lowering the sys- 
ccm!s garaton requircmenis. 

Ncwl) conquered sy.sicms ma> have 
uprisings cspt’k'ially if you don’t garnson 
enough inxips An uprising mean.s ihai ihe 
loail popuUion i> unhappy gartisjn require 
incnts ace ht^i. and your characters on that 
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system could he injured or even 
killed. IMP-22 will in form you 
of uprisings. System ^ in upris- 
iiigs d ig. 2 601 have ati 
icon on the lower nght 
NOTF.* f/you dvai with 
un irpriMJig. a yysfem (OuUt 
swing fet ihe other side, in the nieotiHinc. 
vow may kne svsiem rrsourres to sinuggling, 
which dheedyords die othet side. Also, nn 
iiprtstwg pm f His vow /tom getting r«w/ 
refitted rnwrenals or inatntennncf pnini.s, m 
ftont using the /dditties, 

lo pul down an up risking, selcu a charac- 
ter with good Wadership skills, Righi-cUck 
on the character select Mission, then dick 
on the destination system where the upris- 
ing is taking place When the .Set Mission 
box comes up, select Subdue Uprising 
from the drop-down li<i 

This IS ihe general pnicvdure for taking 
t»ver a sysjem by forw I kiwever, paniculacly 
well Jefendetl systems will be harder to lake 
over. You may need to send teams out lor 
preliminary missions, especially Espionage 
or Sabotage missions to uke out planetary 
defense systems. These procedures will be 
covered in detail m Chaprer 1 

You can also use ihese prot^dures loi.ikc 
osvr Alliance -enni rolled sysi erns, More ihsi 
you tKvd lo send ic.itn>ori l>pionage tnis* 
sions lo get more reliable in form an on than 
w'lut conies up at the bej^nning of the game, 
l urthermore. if an Alliance iWet u nearby, it 
will intercept your fleet At that point you’ll 
need to go to ia<wticai mode to engage the 
fleet. This is covered in Clwpter 4. 

Finally; any lime a fleet is in oibii about 
an cnemv svstem, that sv.sicm is con.sidcrcd 
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blcH'kuded Bluckided s>*:>iem& Ivcumc nionr 
loyal 10 ihe eixcmy Any personnel bciliucs, or 
inxips aticnipdr^ to crx«& an m*iny bkx katle 
risks bein^ captunrd ordKtn>yed Fun Iter* 
more, you caimcx use any of a sysiem's lacil* 
nks umil the enemy blockade ends. 

13 Stifumaiy 

Tht^ mini •missions lairulunsed you 
wi(h Star Wars Rebellion's si r.ilegic ^itk* 
by isolating ihe games key iiTOic^K leotures 
I so ihii you lould learn the ganx* concqMs 
' ^epuratcly Tins cbapier also ramiliarucil you 
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wrih the gamei controls and vocabulsuy Bui 
ihi> IS only the beginnmg of Star Wars 
RebeUion. Fbe f Mlengc cd ihui game is 
hi«w you can puff together these disparate 
ekmems to acJiieve a h nod-reaching gojil 
Vexi up (‘hapier ^ is a reference, areer* 
ing all the strategy game commands and 
concepts in deuil. Chapter 4 covers Star 
Wurs RchvM ion's cxutmg t.icueal game 
M here you enga^ yxwr opponent s licet m 
direct hank 
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DOLBLh-CLlCKon an iiem lo bnng 
up J window' associated wiih ihai item 
For example, double-click on a system^ 
Manufaciiiring icon to bniig up the 
Manufdciuntig and Production window for 
lliiU sysicm 

RlOHl-CLlCKon an licm lo bring up 
lhai ucros menu tor example, righi-duk 
on your message droid lo see ihe Message 
<.)pcions menu Most elements ol bur Wars 
RcHcllion — from facilities to characters — 
have menu:« you access this way 

%VAr Wats Rebellion lu< lool ups for most 
M nx'fi elements f I old the mouse over a 
cuniivl lor it lew vsvtttds and a dtscrlpiinn 
of that control appear> Star Wars Rebellion 
also supports the drag-^indKlrop convvnnun 
You can mov'c an uem. such as a trooper 
rogimeni, to a neve desunation by dragging 
II ( (XII 111 at II. press tlie left mouse button, 
dim move ihe item while holding down the 


T fie previous chapter led you sicp-by-aiep 
through some mim-missior^ designed lo 
give you a >ir\'rv of ihe game, its mietface. 
and the mlcrrclaiions her w een ihe game fea- 
tures. This chapter assomev )ou are alreadv 
familiar vnih the basic game comepts. and 
goe^ into greater detail about the game ix>ii- 
irols and liigher-lcvcl game concepts Use 
this set non for reference, or. if you wish, read 
It mH the way Through after you’v'e played 
the giinn’ a few Times to make sure you have 
fit least a cursory knowledge of all ihc 
game's concepts 


Windows, Mouse, and 
Keyboard Commands 

Slur Wars Rebel lion's interlace tullovi's 
common Wmdow< ‘J '5 conventions' 

♦ blNGlT'CI ICK on an nrm lo sclcci ihe 
Item. For example. Mngle*rliek on a control 
to access it. 
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TMt Bmi U» th« Mr At the top oT 
the «vinOow to mov» th« wlnoew 
troutid on the Kreen Di^ rhe 
window by '|rabblng* It by the be* 
end dropping it At it> r«w locedort, 
Sector BuRoni Cck hete to 
bftng up the sector winctow 
lh. 1 t shOw« rNs syetcm 


Window Tab»: Tabs let a single 
window show rr>orc iniormdtiofv 
|h<tri would casjty ftt on the 
screen . For e«»mf>ie. the five 
CAbs on this System De^rvse 
window let you view perscTtnel. 
troops. HghtcrA. And two types 
fadiries for Yevin 
Slngle-clkk on a rab to vtew the 
inforinAdon utxler rhar tab. 


M ♦ 

■ ■■■^ 


mouse buuon) nn*i iht-n dropping n (release 
ihc mouse button*) at its ilfsihiaiion. 

WINDOW LLE.MENTS 

Star Wars Keht lUon window’s spun lypKul 
window leaturrs Wl Howr/CT. you 
cannot move or minimise ^i^nor windows. 


you tan only cU>« ihcm or flip them Irom 
one bide of die st leen lo ihc other. You may 
ha\‘c any number <if Sysiem windows open, 
but only two SMor windows n one Dine. 

.^cime windows have sc xi 1 1 bars io 1ei you 
scroll down a list (Fi^. 3.21. 


Gose ItfitoAi Click Itere to 
close QIC vnndow 


Min lot Ue SiWom OKk here to 
minimlae it>e whxiov. Minimized 
windows can be leacrivAied by 
dIrUng on thor 'stol' or the 
WVwkiw IM^ercrcc Baron tt>c 
side of the screen 


HG. S.l ATYnCALSTAftVSMISaEfiaJ.ION WINDOW 


Chaiactvf SiaiM 


TKs list Is longer tlwt — 
the window can comain 


CaeireMHif 

New 

MwhM 

VflW) 

StfM 

aweeryCMeir 

P0f«e 

Nm 

btferwey 

190 

Mpien^»iir9 


CgmMiR««r« 

» 

L9a«*nf *«rif 
RAPCAlMAWe 

n 

Shobas^' 

Ne 

T/Me T'«nr9 

N» 

^acfih 

Kf'AHeMmnd 

W 

fUnkr 



Oiclt on the up Of 
dcw^i Arrovvs to move 
the u»t up or down 
one demenv at a time. 

CrMs The sc/oH bar 
Ahd drag Ir up and 
down to go 10 A spe* 
ciAc oAft of the 1 ISC. 

CRH on the blAJi> 

Area of the scroll Mr 
m move up o* down 
by larger amounts 


no. 3.2 A WINDOW WITH SCK>LL BAItS 


winiMW Eitwivis 


c«>»M feK a 


V s 




MODAL VS. MODALCSS 
WINDOWS 

Snnc m Siar Wars Rebel lion art 

ihai is,, you can leas*c ihc 
up on lltf Kfceri av you inceraci vfuH dtfkr 
cni ^iiTic compcinems C'Hbcr wuulow$ an 
mt»dr(i, uhkh mean^ >ou rnu«i dismrM iJk 
NS ind^iw bclurc SiHi can go do any i hi ng else 
in ; he game KUmUI wuidous iiKlude Saiu» 
wmduN^'s, Finder windo%s i ;be fijule Sum> 

nviry window, dir I ncyclopedia wmd«>w. 
ami Mcsskgc windows You can n 
usually idenufy modal windows by ^ 
ilieir Close hum>n 

STRATLGIC CAML 
KEYBOARD COMMANDS 

Here pre die keyboard (.oennunds Ibf Sur 
Wars Kcbi'liumV stmegic game. 

CommAnri Center KeyboArd Coennunds 





m 

m 


Ciamc Options Screen 
lakch >*ou to th«' screen when* you can 
adjVisi sound and graph k> opitoni. 
lixjd or vnT ,\ ^iTiK. surt 4 new gamr. 
or cut iht* current game* 

Flanciury Svsicm Finder 

hmip up >cnrrn io locale a specific 

sysuni. 

J IcciAhip rimlcr 

hnngc up sc rern to locau' your ^lnps 

and Heels 

Troop Find IT 

Brmg> up Screen lu Uxaic youi in nips 
Person net Fmdcr 
Brings, up screen lo liXaic vour 
h if.uters and SpCcinl I on.es 
Message Witulow 

Mnngs up ihc Ibspbi Mtssage bides 

CHAmc 9 STtATUkC 6AMI Br>»OA«« COMSAIIlH 


on 










Eneyc'fopcdia 
* Brmj> up ihe Galaaii 
EotyvJopedia 


Scroll Lists 

Cycle Through t")pen 
Windows 
Cycle rhriHigh 
Enines l Messages, 
Encyclopedia). 
Aciepi/^Ulvalc 
Current Srleiiion 
•>an>c A* clicking OK' 
C amcl/CU»se W’indow 
CnocelMhe current 
comjiiard tsime as 
ciickuig Close or 
Cancel^ Abu UM'd lu 
dup aririaion scenes la* 
the* ai2em muoduc iton 
CW Al) Windows 
cToacs .ill ci^vn windows 
Increase Speed 
uYi iiujTirnv kjypadl. 
liktcascs ihv gjn*Lc 
speed s>:cd opnons 
atv Wry Slow, Mow*. 
Medrum, and Fa?a 
Decrease Speed 
(on mirncm: keypid' 
Dec reays ^pccd 
Pause 

Paiiys die game bring- 
mg up an alert l>ox 
w hkh ibks il voii w>h lo 
tv^unic the gime CAimc- 
plav’ rrsumev when 
you click I he clieck- 
roark m .lie aieri )>ox 


: 







i:T'3;1:. 
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Compose Chat Message 
in head-co-head gamcplay 
mode brings up l^c window 
to lei you rom(>ose a chat 
message lo youropponenc. 
View Index 

TfiLs keyhoanl tominand works 
Inside some of lUc garneV 
windows. Both the Display 
viessagc Index and ilie hnc>- 
dopcdia luve TWO rnodes, b, 
oiae, you \icw an mdex ul iieiTis, 
in the other, you room m on a 
specific Item Al'f + t brings 
you hack U) ihc index in eirlier 
the Mess^ige window for n 
spei'ific message or the rru> 
flupedui window for a lof.m.. 
Mission 

Calls up the Mission window 
for the soloaccJ diaraaer(s). 

Status 

Calls up (he Slaius window 
for tf^e seleued item. 

Exii Came 


Agent Keyboard Commands 

^3+ Build Ships 

* DnccLs the A gem tc build a 
ship using the iwaicsi avail 
able shipyard 
Build Troops 
Dirt'CLb- ihe Agent tn build :i 
iwuper iifgnncm using ihe 
nearest available inumng laali^: 











Build Fadlliics 

* Directs The Ageni to build a 
Jaaliry Ub.uig the nearest avail- 
able construction yard. 

Galaxy Ovemew 
Brings up the Galaxy 
Overview' window. 

Manage Garrisons 
Insiniccs the Agent Co fulfill 
garnson ici^u ire meats 
uoggk) 

1 2 Manage Producilon 
™ liisiTUds the Agent to build 
mines and pdmenes lo inaxi- 
ml at' resources Uoggle). 

0A Irunsluie Counicrpari 
'** imaslaie th: dmid 

counterpans wfiirs and beeps 
dogglcb 

dA Ageui Advice 

Turns agent advice on or off 
rhrougli the tnessaging system 
doggie;. 

g2 f*»ume Objectives 
’*■ Calls up chc Gaine Objectives 
window on Ageru menu, 
showing the current state of 
both aides' victory conditions. 


GID Keyboard Commands 

+ 102 l^upular Support 

Uumgts the Galactic Infotma- 
tion Display in reflecL popular 
support rhnnigliout the galaxy. 

Q LprUings 

Glunges ihe Galactic Infor- 
mal on Dhplay to rcflen the 
locaiKXLS of sy'sicmi? In uprising. 
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Idle Fleets 
Changes the Gahiuu: 
Inlortnaiion Dis|;lay lo reflect 
the kK'aiions ol'idlc fleeis. 
Fleets Vn Route 
C'haiiges the C'alacuc 
In formally n Display to relied 
I hi', locations of en route llecLs 
Idle Personnel 
Uninges the Gal ad u* Infontia* 
lion Display to relU\'i ihc 
local ions of idk personnel. 
Active Personnel 
Cliangcs ihc Ciakctic Informa- 
tion Display lo lellcci ihe 
locations of aciivc peisonne! 
Idle Shipyards 
Changes the Galactic Inlbnna- 
iion Display to ^^*ftcc^ the 
locaiion.s ot idW.5hip)aids 
Idle IVaimiig Facilidcs 
Chan^’cs ihe Galactic Informa- 
tion Display to tdUcL ihe lixa- 
tions of idle trammi; laci lines. 
Idle Const ruction Yards 
Changes the Galactic Inlorrrm* 
lion Display to reflect die loca- 
ilons of idle consipuaion yards, 


TACTICAL GAME 
KEYBOARD COMMANDS 

In the giinie's tactical gatTic, cf Jtaiii keys have 
difterem tn tunings The uifiical game is cov- 
ered in deiail In Chapter 4. 1 kre are die key 
iKxird commands for the giimeV tactical Vf^Ts. 

Admir«U Window KeybOArd Commands 

Selci'i Task Force I -ft 


Aiiack Nearesi largci of 
Sdeciod UnilV Type 


bwUch Del ween Ships 
In a Task Force 


CiuntTu Follows Task 

W W Fyrce I-B 

% Follow Red I ightcr Gixjup 

« \ Follow Blue I'ighicr 
® Group 

l yllow Green Fighter 
Group 


Follow Cold Fighter 
Group 


Camera Keyboard Commands 

(On Numeric Keypad} 


Rolale Camera Lefl 

Route Camera Riglu 

I ill Csuucra Up 

Tilt Qimera Down 

Camera Zoom In 

% Camera Zoom Oui 

Cenicrs Camera on 
Seleticd Target 

Memorize Camera 

Posilion 


Return Camera to 
Memorized Pusiiion 
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Select GAffle Scalei You 

cAt) set the »izc of II" 
known gAlAvy ro |)e 
»Mndflrd (iCO systeim), 
lAt^ 1150). or huge 
(200). Set (lie size by 
clicking on the gAlAiiy 
you wArtt, PT ‘pull 
<*flsvn" the leveret (eft 
ro choose «i size. 

StAJi bme AS the 
Eotplsec Bngin a new 
game (Aking (he side 
of the Empire 

Heed'tO'HcAd 
Gaotcpliiy: You cen plAv 
egAinst A humen opponent 
across rnociem lines. sedaJ 
connecilons, IocaJ Ate.i 
networks, or the iMernet. 
Head- Co- Head n^y is 
covered in Chapter S 


FIC. 3,3 THE SHUmt COCKPIT 




Sound Effects and 
Graphics 

Slar Wjirs Uebcllioii’s '5c»und cffecis and 
j;raphn.i were pi*oduced to j’lve you a rcnl 
sense at being in chp thick of iht aaion 
Opening ammai ions sIk^w you i->ing into 
the Coin rrui 1(1 Center m your shuttle Your 
^gcni droid offers <in operung bncftng and can 
speak In )ou throughout the gane, kct'futig 
you [losted on events throughout \h' gaiaxy 
Many ol your tharaccei's lulay audio messages 
lh^>ugh your message droid. And sound 
dfeas oUen cue you co galaciit evenus — an 
assault on one of your «ysiems, lor cMimple, 
is accompanied by realist it, jtound ehea? 

Besinnins the Came: 
The Shuttle Cockpit 

When you lun .'slur Wui s Rebellion, you 
begin ihc gimir in the MHifr/e C<tciipU 
[Fig. ^ ^1, t his i> where you ser paiaincieTs 
for ciK h game: which side you wiish ui play. 


whether youre playing a human or coinpuier 
oi3]x>ncnt. Tile difTuuliy ln*cl of the campatgn. 
and the «izc of ihe gaUxy, 

Note I hut there are three ways in control 
how challenguig the gaire is 1 lie Headqvia- 
rin*b Only Victory option lets you play until 
you capture Cnruseani or destroy Alliance 
headq turners. This e;»n >honen gaineplay 
considerably, ^irue you don't ha\*c to addiiM'n- 
ally capture and hold your opponent'^ key 
characters. Vou c.an set the size of ihe galaxy 
CO standard ;10 seaurs/iOO .systems \ large 
(.1 5 '^'tiorVI 30 systems), or huge UO sectors' 
200 systems) Your resouri'cs at the beginiung 
s'f the game arc proportions I ly inci*eascd if 
you'll- playing in a larger sise galaxy. 

I'inally, you can dioose betw'cen Ea^iy 
Medium, or Hard campaigns In an Hasy 
game, each side begins with four loyal sys- 
tems. Iii ,1 Medium game, youi oppnnem 
Starts wMli more. In a Hard g<irru*, your 
opponerii begins with a lot more 


DlfHculty L«v«li Clkk one ot ctic c^rAp $c;een» M 
nk*k Las^ deal, iMedlum {eenK0< f>' Hvd lrl]|lkU. 

Ed&y l» me UefAult. 

LoAd A SAvod CAmci 

t>ii» urTtion bnng« you 
CO (K« Options screen, 
wtilCh Is covered Iztcr 
In rfiJs c^Apter. 

View credits 

Suit GAme AS the 
AlUsmcc: begin a npw 

j^itne uking the side of 

«hc AlllAnre 

HeadquAnets Only 
Vlctoiyi Pother Uum 
fulAIIIng ,yi (lie victory 
conditiuit», you only n oo d 
lo cApturc ifh you are irte 
Altiancf) nr destroy (If 
ynu are tr^e Empire) yout 
oppoiieiki s lieadQLiAzicTs 
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The Command Center 

Sur W»rs RrhcJHons ctrnipttoem 

lakt'S pUce in ihc Comnumd (VniiT Here 
^ou survY^ the gab^y. is>ue Lomnund^, anj 
Ohtoug;h y<Hir droKl^> Tcuive me&wgies l*i^ 
ifkc field Aecordmglv the ncxK (hn?e siMu>ns 
vU’j) wiih the CvHiutund (.rruers mK>rmaiuiR 
dispU>>. coniraf uu^rUe, and your tm i> dioid^ 


COMMAND CCNTERs 
INFORMATION DISPLAYS 

Bdtw & the Oimntftd (. nucr >s'uh yfmi mam 
sources of miomution iJenulK'd 0 ig 3 4') 

n»e GaUxy 

1 1 v f^laxy i> a wide and wonderful place 
Ai II& iitK ate vluMCT» «>f huMlin^. icehno' 
lo)«icalJy advarKcd civilizahons Arourui ihe 



NymtMr of P«yt 
ikaxt UMf4i 

Unlik# rrunyodwr 
wratesK ifw 

(ompuief don nei 
vMUe few you re mos>« 
before MSancinji re 
cb« f>o«f fhe 
prefi«i»«« untl 
your opponent Mep» 
butyl MfteOier you er« 
Ittulns erclert or nor 


Metei^ MerHkeOeAi 

nus d 1 »r>lAy ihuwt 
« 4 Vcb type* erf ureced 
rntMeget ere weKmg 
hf you. "Wi wm be 
«^er«tf In deteii in Ittc 
Metuaet 96(.tien Uter 
lntN» cNptec 


nC 3.4 YX : 


LeStnd: Tbc legend le(H wh«t 
tite Me of Ihc Men mean in 
me ^lec<K MorrrvMien 
Dbp4y 0oub4r*Uldt on the 
Sboie Legefid Iconie brng up 
S>e sAovvTi Jtere 


WIfkrfew Reference 
■en Yeu enn mMwmee 
up Co 1 2 wtndewt er a 
ttrae, rwMbif ibe mini* 
miM winopM ven m 
« * 9 for' on Ab diiyslcy 
Doub>e*Ukii on * tnM 
mUerl kun ro btliig up 
Ael 

GOm«c leler— ilee 
Meptay iMOh Thh « e 
prune (y touroe Ibt 
WormelMn emit the 
^lUiry tAejeUxyic 
PMcM Motflcm. 
eacn o<w^r> heve 10 
ty w eere Ltch *y«em 
b leprcMpreo wi rf>c 
GH? byatur 


<W*<nc 1nft-Tnr*t- OHptey TMei 
TKI* ihevvt cne tcieAnir^a d the Uce erf Ac 
Mart tn (he «npUy for e«emp«, an me 
ropmer Support dkplav. Ier|er Wed »Ufi 
irtdicare uiuoga aupport lor yewr wte 


l^etPCMf buniaie yevi cuneot 
evcMblRy of raw rnaredafa rear>ed 
mereWeU end rruMienertcc fAfs*.! 
ry Thne Mnw wfR be cevMocf k> 
rile SeMucee teUlon 
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Cabt tic Rim, uncxjilorrd yars ivnnkle like 
diamonds rc^dy iti Ih* ye 

l^he inner vi (or> -ilie Golacuc f ore 
have \vclI-dcvek)|HHf inirasiruciurc'^arKl 
uommunuaiMMis Most sysiein^ In lorvset- 
rors l>cgm i lie game with one oi ttrorv mines 
and refiner I ca. some have oiIht pivnluaion 
facilmt*> us well These swiems ure well 
pop a kited In ibc (iaUiu Rim, on ihc mlici 
hand systems haw snwii or no popubiionN 
Infrusiroaures and ^ommunkauonsarc n<^ 
highly developed T he re lurt'. whereas m i lie 
CjuIu<.uc Lore a cli.tngt in pi»pulat supixiri 
on one sysieni k known lo you nghi .nv.iy, 
in the Cialactie Rim whonges in pnpiiUi 
suppnrr are i>iil> opparem if yr>M ynd a Heel 
or i mission to o system to imeyig,ne 
For ihe tnosi pan ihe syyeiii* you con« 
trol ui the beginning ol ihe pme arc m the 
CalasUt. Core II you ,m* pljymg ihe role ol 
(he Alliance, hovsever. ihcrr nre two imjHu 
tarn exceptions Yjvm m the >umiiia si\u»r. 
always hegms ilv gimie under yout ioinrol 
and 100 pervent loyal lo youi side li wjs 
from Yavm tiui ihe Alliance Uiix lied us 
atLiek agiiiny ihe lirst Dcaih Sun, «md die 
E^lpk^’ i» likely to strike Ixxk at ih is system 
svwn At the bcgimiiiig ol ihe game you 
should cither rcimwe your key chdia« leiK 
from Yavm or I hi rid up its delease 
The other exception is Alliaiiee 
hcadquamns, which beiyns ihe gjine oi a 
random loiaiion along the GaUiu Rim 
Thw sysiem b indicated on ilie Cill) by a 
while >uir around the Svsiem icon tfig 3 6) 
The I mpire does not km>w ihe lotauon ol 
Alliance hcadcpianers 



naS6 ALLtANaHLAIX)UARTlfSBE£JNSTME 
CAMt AT A OMOa LOCATION 

Sector Winrlows 

I lie CiJiUctic InlornMiion Display (,Pig i 4) 
giv^s you a brixul \ icvv ol the galaxy lo see 
a HXtor m niom deuiil, dick on the seuor 
Ihis bongs up ihe xaor window (I'jg i.7) 
The Scciiu window shows eac h sysiem 
in the setU’r, color-coJcd a^corclmg lo 
which side vommls u Bciu-aih each system 
IS an oviTview ol ilw systems resources and 
popul.ir suppon Around die system are 
uoriK you can double c he k on to learn mure 
jhtiut whatX hapjK'iiing on thai system 
Ai the Sian ol die ftiirw, the Secior window 
reliably gives you inloTiiutioii aKiui your 
opponcrii's and neutral sysierns' resources, 
popular suppem. aiuJ pnvduehon laciUtios 
lor core sysiems only However, mlormatlon 
on delensiee lac lilt los and lOKips, peisonml, 
aiul ship^ n likely lo lie niiKCuratc and/or 
imuinplcie .Also, even where the infomia- 
Hon is fcluble, y<»u won't know when things 
on ilut system change, as when your oppo* 
ncni builds h new prodociion laality or 
scraps ail exiting one. Om* excepiion is 
who ( oiurols core sysienis, and the level of 
popular support on urn' systems These are 
always up lo dale Tins i> due to the high 
level of inftasimci ure and comniunu anems 
m the core. 

Wf f;: The gnine fwgms di/fa emfv rv<rv 
liMie vott pfrtv. < xerpr pM w /lo ioiiifois 
i or me cult, hjvm, Rebel lu ddqtutUe/ s ond 
ibe foi(t(kms certnin kev {h(irtJ<n ;.v 
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Sector iwne 

DouMf'flIrk to brlnj^ up 
^VlnufMru n ng wid 
l^<XlgCtlon window 

Doubl»*CUck to bring up 
Sykcan DePen»«8 window. 


DuuMe ^ilck (0 iHlng up 
Sy*rrfn Defenses window 

The SI 2 C of this star corre* 
^pords tu current Cal«clc 
Infoimador Display So, If 
the dIspMy te Construction 
Yards, this large scar 
means this System has a 
construction yard. 

This icon indicate® rtie 
system is in uprising. 


Ciose Sector window. 

Flip between left and 
right fide et screen 

MiiuMen leon Indlcares 
Empire If urtdergelng a 
nilfsioii Oh rUr $yft«m. 
Double click to bPiig bp 
Miuler window. 


DouMn*dlck to bring up 
ImpetlAl Finer window. 

Double-click to bring up 
Alliance Fleet window. 


FKj. 3 / a sector WINDOW 


COMMAND CENTER; 
CONTROLS 

The Command Center comauih tornrok for 
keeping Lraek of your systems, IWeid and 
pei'sannel li ako has numeious opiiuns br 
iinalysmjj the siau' nf atblrs Fia 5 d 

•Nhow^ a screen shot ol iho Conmand Ccnier 
wiih ihc comrols uicniifinl 

Many ot these ccmrols lIlmI wuh general 
pimrplAy. Tlw OalaUu. Ink>rnia!irtti Display, 
die (‘a lactic Encydopedia, Ou' >|)oed Clontrol, 
the S> Mr in Finder, the Options And 
bave Canir scicciis are co^crtli hr low. The 
remamiM^i'onirols the Flcel. I mop. and 
Peiaonnel rindin'^ are covered Itiier on in 
this chapier in ihrir rcspccuvi' jecLions 


QtUctlc Informatlor Display (GID) 

The Cialxtic Inlonnaiion Dispby (GID) rcpie- 
si'nrs each syaiein as a star i,Fig '^.4) The 
t'olo! of (he scar mdicaicA wfncf'i side controls 
the s)sicin: 

♦ Rl'.n MhaiKc 

♦ (.iRl I N Empire 

♦ IH.L'l NeiJiral (.Xcvther side corn mis.) 

♦’ u !W Y 1 1 nr\]Mi'ncd (You liave no i n lo r 

million aIvui this system it 
voukl lie iicucral, unpopulau'ti. 
or (.'oliMUicd by the enemy ) 

The sue oJ the star is impnrtAni. The size 
cells hou' muth ol a a ruin item is on that 
System 11 the dhplay l^ Construction Yards, 
iht' smallest star showi^ ihat ihc system has 
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'V . '■ - 


• ' y.",' 


■V. 













V'l^" 






\vV^' 


^Loyolty 

Fleets 

^<^Persoiknel 
j^Resources 
^^ManutectuMng 
S Defense 


Display Off 


rersoivnel Flnden 

Slr^e-click on this 
connoi ro bring up 
a dialog tWT to help 
yog track clown yout 
characters and Special 
Forces, 


Speed Control: 

Righ t-click ro bring up 
a menu which lets you 
sec che speed at which 
days advance Yog <utn 
select Very Slow. Slow. 
Medlurp, or Fast. 
Also use this menu ro 
pause rhe game. 


Encyclopedia: 

The online Lncyclope* 
dia coiualhs eitrries tor 
evety system . charactet. 
facility, resuuice, ship, 
troop, and mlulon In 
the game In addition 
m giving you Inter* 
marlpn to use youc 
resources m die best 
manner possible, the 
EnQclopetlla entwnces 
the flavor and teel of 
The gari>e by giving you 
hlsroical 

aiKl expanded deserip* 
tions of the game 
eicmenta. Consider die 
Encyclopedia a supple> 
merit to tins ma^iuai. 


Game Opikonei 
Click here ro load or 
save a game, or to 
set options tet sound 
and graptilcs. 




System Flnden With a 
hundred or more 
planets Ni die luiown 
galaxy. It Is dltfleulrro 
keep track of where 
each planer Is, 
This conrtol lets you 
find aity syscerri. 


Click on die 
Galactic 
InforiMdon 
DIspley control 
to bring up a 
menu ot Msalble 
displays. 


Reet FIndect This control 
iers you track down 
A speci5c fleer of ship. 


Troop Finder: 

This eonrrol lets you find 
your troops. 
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no con SI ruction ymW A larxer sianndicaccs 
ihai liii'rr arc con&iruaion yards. The Urger 
I he bUir the mure constmaion yard^ arc pip« 
5»em. )u «:e a detailed legend of the meanings 
oi'ihe star si 2 cs, doublc-cllck no the i.egemi 
icon (Fig, 3.5) in the display’s ion Idi. 

Click oil the Cialaciic Informalion 
Display control to bring up a menu (Ing. i.y) 
of po.sslblc displays. The curi'em y stlecicd 
display ts in d I cak'd by a checkniiirk. 

The menus and sub-menu5 arc 
Loyally 

POPUUR SUPPORT The si 2 c of the 
scar icon shows how strongly chc- 
systems support your side. 
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♦ Ul*RlSINGS: A Urge swr icyn 
indiwUe* du' .system is in uo rising;, 

Flccis 

♦ IDLE FLLI "\ i>. J iic* size of ihe scar 
icon shows how muny flcicts are 
siiiTloned on iliac >y>U“rn. (Fleets aw 
covered later on in vhis« (.'fuiptor.) 

♦ I'll j-.T^ E\ ROUTE: Hie of the 
iiar icon s flows how many JVci^ urc 
en rouU' in ihac system. 

Pcreoniid 

♦ IDLt HI'.RSONNEL: A large star icon 
indicates personnel on ihe system 
who aren't occupying a command 
pose or engaged in a tni-ssion. 

CPersonnd are cuvtn'cd m derail later 
on m ibis chapter i 

♦ AC) IVT PERSONNEL. A Urge Mar icon 
indicate?* [lorsonnel on the »>sicm vvhn 
ate engaged in a mission or in command 
ot troops lighiers, or flecu 

Resources 

♦ H\ERG\ AVAll AHIUTT: The size 
of the star icon sIhavs how much 
I'fiergy mmauis available io iho 
syMern. (Enci'g>'is covered in ihv 
Resource?* and Manul'acuuingsecUon 
of dlls chapierd 

♦ R\W MAI'LRIAI. .AVAUABIUTY: 

The ^izc ol the star icon sh.iws how 
many potemial mine sfiU'^ nitnaln 
ivulUhlc. 

♦ MINIiS. The size of ihe star icon sho'A's 
how many mines aw on the sybunn 

♦ RHbJM'KlhS: The size ol the star ia>n 
shows how many refineries are on ifie 
system. 

Maiuifacturing 

♦ SI IIFVARDo: iTie size of ihc star 
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icon shows flow many shipyards aw 
on the system , 

♦ IDLE bHlFYARDS* Vhe size of ihc 
star icon shows how many id lo ship 
yards arc on the sys.em, 

♦ I RAINING FAClLlVlEb' The size 
ol t fie Mar Icon shows how many 
training fiHilhics arc on the system. 

♦ IDLE T’KAINING FACILITIES: The size 
of the suu* icon showa how many idle 
training laciliiies are on the system. 

♦ CONSTRUCT ION YARDS; The size 
nf the star icon shows Ik)w many 
construction yaRls ac on ilie syMcm. 

♦ IDLE CONSTRUCTION YARDS: 

The size of the star icon shows how' 
many idle con scnici ion yards are on 

the svsitm 

{ 

Defense 

NOTE; riicsc de/rnsivr system.? will be 

coveicd f?T defflil hur in tbe chapiei: 

♦ PLANETARY BALT ERILS. The size 
of the ?5iar icon shows how many 

( 1 1 a net ary liaticries are on the syMcm. 

♦ in AN PTARY .SHIELD GENblUTORS. 
The size of die ^tar Icon sliows how 
many planetary shield gencracow aw 
on the system, 

♦ FIGHTER bgtAORO.NS The Mae of 
the Mar icon shows how many fighier 
bcjUiidron? arc on the system 

♦ I UOOP^?. The size ot tlvf star icon 
shows flow many troop rcginvsnts 
are on the sysiein. 

♦ DEATH hiAR SniFlD^: The size of 
the scar icon sliov.^ flow many Death 
.Scar shields aw on i lie sysiem. 

.S'07 E; (f vow ate plnyiiig tbc loh 
of file AHlaruT, this will only be as 








».\\vAV 


,\«J-..'*‘Xav\, 




(uivrau- as (he la^i injoi mciion you and Personnel dalubabt, 'I he hncydupedtu 
received re^ariiux^ ^h^■ systf’m^. Ij ihc gives yon a descjripiion of the Iicm, ami. sf 
inforirtuiwix ((haul a Death .Srttr shii’fd applicable lells you hov many resources iL 

w^s not found out hy ciiha infiyrmanis takes lo build and mainuun die uein 
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or throHg^ rspio»u»ge, t( >viO not he 
reflected on the dtsploy, 

Display Off 

I his uirn^ off ilie Legend display of the 
individual systems, showing msec ad the 
rmjrky mjNS nf galaciu* inaeicr. Select 
any oiKer opiion on this menu to turn 
the display back on. 

Encydopedla 

Tlic CjalaciK' Encyclopedia gives >'OU dciailrd 
informaaon about the spccilic characUrs, 
>iar s)Siems, ships, faclUncs. ircops, .Special 
I'oru’s and nusstons ln the game. Game 
description cnine? arc arranged by databas- 
es: hystem database, Ship dnuibiw. ranlitics 
database. Mission cbuibasc, 'iMop cbbbast\ 


Click on the EucyclopedU control to 
bring up the Ga lactic Hn cyclopedia. 

ti you want 10 look up a specific entry, 
type in it> name In the Foptc entry box, 
Oihenvise, you can ^croll lb rough all the 
Encyclopedia entries 

There are two ways to scroll through 
the entries. Tlic deiauli way is Index view 
(Fig. 1 10 ). in which you can see a compre- 
hensive list nf enrncs. but no details. The 
oihor way IS Topic view, shown in Fig. 3.11 
'lliis shows you a piciuro of the item, 
and a complete descript on in iKls view 
you can scroll thiough topics by clicking on 
the fight and left arrows. 

The datal^a.sc vou select in die Index 


Tab to tfiow Ml 46 ion 

ctAialXi^e 

TAb to Khoiv Troop 
flAMlVi*if 

lAb tu Ulow r«r«untid 

(lAtabAK 


Topk Entiy Boat Em»r 
4 topic's iwme to jO 
directly lo diAt topic. 


T«b lo show 
all d»Uibaae» 


Go»e Bunoni 
Com die Calactlc 
tncyclopedlA. 

View lopta) 

Cileh here to me 
selected topk. 

View Lnde«: 

While viewing a tuple 
click here to come 
Iwk ro ttil5 Inclp* 


Tab to show 
System dataMw 


TAb 10 show 
Ship daralMse 


TAb to show 
Facilities darabAse 
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ClIcK here ro browse 
rhtough ETKyclopecllA. 


Kitceun«J<ieimi'ji inlitBlenB Oiii jiltyvr lnN»MN«1)uo 

vheut < «y«ie/r. Hia tgryai of Ihl* mk«aiim l» % aoi 

euireivdy cBtvvaOad hy tda ptayer. mlaviun r«v«ji|« h 
tlin nyatajn la teMnillBil by lli« Dppii»i>nl, Oia lAvlUltav 


Click here ro go t»Kk 
ro Index View. 


Click t>ere ro Kroll 
through texr which 
docbn'l Ficon screen. 
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display fYmajrjb in tffed when you swiicK 
to Topic display. Thai is, il yuu selca Ship 
datflliasc, then click on the Topic View 
hutTon. you can scroll through all cl’Wf 
^hlp dunw. 

You can al.w access the Encyclopedia 
Top an ilt'ni hy nghr*dloklng on U and 
Kk'Uifi); lincyi'lopi’clja irom ifw pnp-up 
menu Antuhvr' way in io clirk on ihe 
LncydupYdia icon 'H rriiny 
windows. Ihisbrmss you Lo 
che coneci Encyclopedia entry .or ihc 
I'urrvnt context . 


Game Speed 

You Gin SCI dH‘ ‘^peed at which die game 
advances lo I he ncxi diiy h) ngir -die king 
on the Time display and lert-clickirg on a 
selling. Selct'L Very Slow, Slow, Medium, or 
Fast The Speed menuaho ha?>an option to 
pause che game When you select Fauie, an 
a1cit box comes up. locking yon out ot 
gaiiir controls until veru icsume play 


System Finder 

'I'fu'pc arv 1 0 i^y^icms per sector. A standard 
game h|l^ 10 toriors. A arge game hxs 15 
«'.dors, and a huge game has 20. ,'>nmniime.s 
you may w^aru to locale a specific sysipni. 
Click on the SyMcm Mnder conirol ;o hrmg 
up the Planetary Syskm I'lnderCl'ig 3 12), 
wl\ich lets you locate individual systems 
Click on one of die tabs to view the list 
of All Systems, Rebel Systems. Imperial 
,‘iy stems, Independent .Systems, or Uncx* 
plotvd Sysicms, You can scroll down the 
list to find a syslmi, or jlick or ihc .System 
Name text box tab and »ype m the name of 
the spediic system you wish lo locate. 



You only noeci Co Cype In 
the first fesv letters of a 
system's name, and the 
control will scroll the list to 
that system automatically. 
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A 


T«ta»lyDu 
temft ^re H>Tert 


Lisr nf sywefm 



fMS rvHnee* pvl 
df rumf (d >or«*r« 4 
S 0 cdfW In 

tfvHW 

Od«e me Sy»*rfri 
Fvidef 

Dtaptofliator. 
Op» (he VCKK 
«nd M«md«cruAr9 
«MMtow« to( »dwiM 
«ywcfn 

SCI€i 

VroH devvn Uie 1IM 

af ^stem iw«ma by 
UKk*i( hee. or Ijy 
u»«| m« eunor 
Ufk. Down, Hontc. 
or £nd 
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ClKk on A >yf\em m iht )»« u'aclcit ii 
CHck on iht* DiA|>lay huuon 10 -tnr^ up the 
icfior win Jim' for ihc iiiyhlighial AV'iem, 
or tk>uhk' iluk <m ihc ^v^cni rume ( 
on the CU>«e buiion if >ou don*, ujrii to 
hrm^ up *1 ^window Em a 5pct iIk 



MAny dialog boxc« in the 
game Ivivc ihr «m« DI&* 
play burtons, which bring 
' yoij right Into a system 

^ in context 

GAme Options 

The liartxr OpCK*o$ srrrm tV^ 5 16^ Ict*^ 
save and load games to and from di^k 
You can ako specify ‘euuig^ lor «»'und am! 
graph k> You get to ihe Game Opt tons 
screen (rum die Load a .Savetl Ga uc icon 
(Fig ^ J3' m the Shuttle C c»».krii. orihr 
Game Lon 1 rots »ci*n (Fig 3 141 n ihc 

J Command Center, or m ihe wuaJ game 



ribSDiOAOA rK.}l4 0M( 

SMTD CAM KOK OTimNS ICON 

Ve ilie Game Options Knvn iFig 3 16). ft 
i onu»rv> the i ng foai urrs 

♦ v.V\ UM\lE/l.OAn GAME 

There arr >ix dou* for savnl gann'v 
l*«icli «ikn ha^ .1 :avv Game button, a 
narm' held, and a I luid C«.imc hiiuon. 

An hon bciwctn if>e name ficki and ihe 
MM* Lame but I on shows wheiher >mi 
»VT<* mg the 1 mpirr, ihc A Hume 
01 J I lead lo-hoad game To s>ive a game 
sclfM aTH*u* sloi. po ni and ilkkai the 
pLue w h«'re th«* rume w)U You II 
ve a icM ^urs»ir apjvar Type in a mean 
iiighil name ^uvh as Alhance High 
Maiiuenaiice or JiinS Empu*c Baltic. 
Chek <m Oamr to save the game 
or L<ud Game to restore a ganve. if you 
try 10 load a game without savmg The 
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tMPM 0*«»My OffiMN 


M«**f«0«<MiM««*H 0<»« 

QMitVHvlt'iWft* 9 a! 


NAme of s^vfri game 


Click rtere cc 


Click here to IokI 
« Mved gATDe 


Side you were pley- 
Ins of wved jteme. 
Of icor for h«^ 

heed pley 
Re^rArr rhe geme. 

(Return to ihe 
Commencl Center 
&alt the geme. 




Turn musir or 
Of off 

Musk. Volume 


SouTKl Criects 
Wume 


To gg les for 
TAnicAl Display 
opriohs 
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LLirpcru pimc ihctompukr jt«k»)%XJ 
u> ijorUlmT ihai ihs isn^Ku >vu v«‘am ui <So 


Scivtf bHbre you 

«ng<ige in «i risky strategy 
if you are afraid of losing 
all your hard work. You can 
always reload the game arxl 
start from the earlier saved 
point if things don't go 
your way 

SOUND EPFEC.TS VC*>LUMEAlUbK: 
VC5LUME. To lower or iiKTcasc ihc 
sound effects or music volume, click on 
The Volume Control slider and drag ii 
ic* ilu' to mise ihe volume orio iKe 
left to l«m'er it 

Rt'SlARl I HI* <1A\1» * I his option 
abandons the cut rent game and sums 


ovrr m ilie .hhiilile If )<iiir giiriie is not 
'fcivrtl. I he sonipiiier .isk^i you lo conhrn’i 
ihi> Is wlui you really want to do 
Id I URN ro I Hf COMMAND CENTER' 
Keiurrts to your curreiu gatrie 
(VOTE: This upnoir iv ufinwuloh/c if vmi 
come (o this wicvri (torn the Shiutie 
(.th kfh/ 

EXIT THE GAME' ExiK The emnpuirr 
.isks \ou io uHifinn ihai you want to quit 




Once you begin a game, 
there is no way to return to 
Ihe Shuttle Cockpit to check 
whether you selected Head- 
quarters Only Vlciory, or 
ar>ollter challenge lovel. You 
may flivd Ic helpful to Include 
this inft jrmatitxi In the game's 
name so you remember. 
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♦ PLAV MUSIC: Turns music on or oil 
(toggle) 

NOM : M(r fol/oHifig tudUof opiUms tirr 
«// ' dt'foull (o on. Vrii rmiv fut{ 

chun^’f ifyesr opiuwi In rfx' niifWIi' <1/ tui ■ 
Oral ballltf^ Sfv* 4 for Ji knlrd 

jnsrrwtrjon.s <>n (m((ui/ gt(Mu*p/flv. 

♦ JiHOW S I ARFIELD. Togj^es wheiht'r 
the background siarftcld is cn or oil in 
the Taaical display 

♦ hHOWPlAM I Toggles whether the 
planet is displayed in Taoncil display 

♦ SHOW PYRO n'CI I MCS; Toggles 
whether TacuLsl display shows jiyro- 
lechnic'? diinng baule. 

♦ USr HIGH DETAIL MO DLLS: 'logglcs 
whether Taciical display uses models 
with fuort' reahsiic details. Depemlitig 
on yuur couipuier. higher detail can 
slow down tact I cal response 

♦ DISPLAY HOI OCURF Toggles whether 
the wnichame holnaihe shows m the 
Tactical display I he liolixnibc can lie 
dKiraccingoru can help nrieni you to 
ihe lacncal action, depend irkg on your 
personal prefcixmcc. 

COMMAND CENTERS 
DROIDS 

You have lwu droids, also called agems, to 
help you monilor Ihe pilasy. CAPO Alliance) 
or IMP-22 (Empire) gives you ir formation 
about the galaxy helps wiih giinu* controls, 
and irandatcs the beeps and whirs of the 
message droid. Addirioiully yot can lurti 
over to ihem some of the moor murulane 
aspecb of the game. Your message d ro id- 
112 -D2 or SD-7 keeps you mtermed ol 
what's Itappening ihmughout the galaxy 


The Agent Droid 

Righc-chck on C:-TH0 nr IMP-22 to hnng up 
the Agent menu (hig. '^.17'). 



I oiiild 
I 9uiJd Troops 

I Bvtid FscrtitiM 

S«laxy Ovsrviftw 
OhlOClkVBV 

C^srn4ons 
I '^MRnage Ptadircuon 
I Tidri slots Cour^tsman 
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The droids fund ions gue you mfoiToa- 
iion about the galaxy am! a hour the game 
and to help you manage )xnir resources. 
Here arc the menu options* 

♦ BUILD SHIPS, BUILD I ROOFS OK 
BUILD FACILITIES; If you want to 
l3Uiki sfups, troops, or facilities on a 
svMt'tn, this IS a quick way to do it. 
lo build a cimsirucuon yard on Duvos, 
I'oT example, you wnuld o[ien up a 
Manufacturing wmd'iw’ lor Uuros (or 
open the Sector window for ihe 
Corelhan sector, whuh conuuns Diiros') 
and ihcn select Build FiidlUles Irom 
your Ageni menu. Tie cureor d•lange^ 
lo large ling cross hail's, click on Duro>. 
'Hie s an (lard Build Selection window 
comes up; click on Coiistruciimi Yard. 
Your agem will lind ihe rlosesi Idle con- 
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struclion yard ihai can ilu llu* ca^k. 

♦ GAL\XY OVERVIEW* Click hcn‘ ]o set- 
how many faciEucs, troops, and fIceK 
you conirol. Tins option is covereil in 
dcunl iti ihp Ro^ourccs. Fadlicies, and 
Maruiiiciu ring seen on later in this 
chapter 

CtAMh OEJEUIVI S: Hick here to 
check on which victory cord Minns have 
liccn met on both sides. I 'his opium is 
covered in this chapter under Winning 
ihf Game, 

♦ MANAGE GARRISONii; U ihis opLion 

l^ I ■ flecked, IMP'22 or C-3P0 will try, to 
I he hesi of 1 heir ahl lines, to make suit 
garrisem itqiurernenis arc met. 

♦ MANAOi: PliOlH.'CnON irihis option 
IS checked, LMh-22 or C .W wilhry to 
ihe he sc of their abilities to inaxuTiize 
ihe output of mines and jtJiiiene>. 

♦ 1 RANSIATE CiOUNTHRrAUI: VVlien 
chn'kfd (the default search the iigem 
1 ranslaies R2*D2 or SD-7i whirs and 
beeps 


♦ AGENT ADVICE. V/hen checked (the 
default state), tlw agent periodically 
gives you tips on playing the game This 
advice IS channeled through ihc message 
system. This option is especially helpful 
while you're .siill new io the game. 

The Message Droid 
Your message droid— k2-l)2 or SO 7 
sctn'cs an importani ivlc ir Star Wijrs 
Rebellion. The message droid leis you 
know any time something happens m ihe 
game: a system swngs to your side, a 
iroop or facility is Iniilt, one of your agents 
cufu'lucli*s a misision. and so niv The di*oid 
announirs ifu' missagcs (the agent tmiis- 
lates the annuuncvrm'nO. One way lo read 
your messages is to nghi click on the mpi«- 
sage droid and sdeu Messages. A siKiMcui 
IS to Icfi-click on your message droid ur 
ptO:>v Ti', The Display Message Intlex screen 
roniM up {sec Fig. Ld). 

l.iirj)' In ific game, you typically have a 
f land fill of me wages every few turns. As 
yourpdaetk Influence .spreads however. 



Dhplav cafej^ory labk 
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Meswg« - 

currently selected i 

c^ce.i^ojy ^ 


Oisptay Message indax / 







Select oil 


Ciu^c fTuusi'ij^e screen. 
Delete selected nieswg««. 
NVrs5,ti?e Summary 

r>»t Me«vigc*« 
Sllenriy/Posc 
witli Alen 
Open Window 

Out M««SASlr>8 $y«Te«nt 

niii^ i> dcsctll>ed i.Mer In 
rtiis chapter m che section 
on hcad*to*hcac1 pisy 1 
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and your re^nirves, facililies, and miliirtry 
presence increases, u can be ilaunLing to 
sort through all the mcsyigcs receive 
each clay. Tp hdp you ntanage this informa* 
non flow, you can filter which messages you 
receive, and which me.ssagcs arc displayed 
on (his screen 

Click on one of ihe lahs to narrow down 
which messiiges lo view. 'I lie Message caie* 

gorier >ire 

♦ LOYAl l*Y Ml SSAGliS' These messiigcs. 
let you know when a system changes 
sides, goes into an upnsing, or has a 
change In garrison requireinenis. 

♦ FLEET MEbSv\G£S. These messages 
let you know' when sliips have been 
deployed or when your fleeis have 
arrived m ihcir desunaiion. 

♦ MISSION Ml'iFSACI'S; I h CSC messages 
arc where your agents (characters and 
special I'ofces^ report back the success 
of their missions. This is also where 
you'll l\ear news of enemy missions 
your forces Iwvc foiled. 

♦ RES01;RC:E ME.^^SAGES. TIicsc mes 

let you know when your available 
re«5ourccs dutige, for e ‘cam pie, a mine 
or r<*finery ha^ been deployed, 

♦ MAN UfACa RING ML^SAGHS: These 
messages let you know about changes 
in your inanufaciunng facilities status, 
for example, if a constmciion yard fin* 
isltcs Its assigned ta.sk or an orhital 
shipyard is deployed. 

♦ DEFENSn These nus>^uges 

let you know when iroops or defensive 
faciliiit^ have been deployed 

♦ CONi'LlCl MLSdAtjLS; Ihese me.s- 
sages give x'ou the results ol any 


conflict, or lets you know’ when a fleet 
IS blockading a planet 

♦ CHAT MEhbAGE^. This is where you 
can receive messages from your oppo- 
nent in head-to-hcad game [i I ay. Chat 
messages are covered wiih head-iu-head 
garneplay m Chapter 5. 

♦ ADVICI^ Ml'SSAGhS; 'Ihis is where you 
can Peat! ads’icc messages and tips fmm 
your agent, Note that advice messages 
are the only category tlui arc not also 
displiyed under the All Messages rail 

Select a message by clicking on ii You 
can select more tlwn one message ui a nmr 
by holding down the CTRL key while Hick 
Ing on messages. Select nil the rnes^iigo 
he i ween two rne^Mges by selecting one. 
holding down the SHUT key, and selecting 
the other. Click on Select All to select all 
the messages in a tab. To delete selected 
messages, click on the Delete button. Mt\s* 
sages are eventually deleted wherlipp or nni 
you read them, except for agent advice tm*s5< 
s.ige.s Messages ihat have already h<*eri read 
are di.snngui.shed on i he Index I) if* pi ay by 
having lighicr lype ihan urnvad messages To 
reatl a message either double-click on the 
inef->age or select the message and then 
click on Message Suinniary. 

The Message Summary screen (Fig 
lus arrows at the cop of the message graphic. 
Click on these arrows to read (h rough your 
messages If you have selecicd a Mes^*agt 
Category lah, you will scroll ill rough nietLsage^ 
only in that caiegory, *lo go back to the list, 
click on the Display Message Index button 

I'rth either message screen, you can dick 
un the Open Window button in go directly 
to the S)'stem tlie message is about. 
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Scroll Through mc&«Ages. 


Oo»e Mc»»kige Wfr^clow 


Dl»pliiy lnd»x 


I^MT Me»Mgrs Silently. 


Op«n Window) Open» 

Appropriate window Foi 
thte syirem Ihe muMiagc 
i» about. 


FIC 3.1^ MESSAGE SUMMARY 


11 vau dun l u nm lo listen to the whirs and 
beeps cveiy time a message is dispatched, 
click on the Post Messages Silcnily hint on 
on the Me.«;sage tal^j you don’t warn to hear 
The MessAge Alert Bar 
'I heir 1 ^ a second wav lo 
vfs'sv and keep Ir.kk ol 
yoor message j. Ibe Mci^- 
sage Alert bar on the right 
ol the sci*ecn licit for the 
Allumcc) lights up an icon 
for mfs«ges in each care* 
gory. For e\flmplo. m 
f ig. V20 iftort' art' mh> 
about lleeL>, mls« 
sioni, iTuinuiacuiring and 
dden«r. ib read dvfse 
messages, simply dick on 
the icon to go directly to 
the Display Mc.wagc Index 
lah for that categor); 

Limiting Messages 
You can lirnii which caiegorie? the mei'vage 
droid re pons h) righi clicking on ihe me^ibage 


droid and going lo the Message AletLs sub- 
menu (Fig. 3.211. The default semng alerrs 
vou to all categories of messages 

Star Wars Rel>ellion*s 
Key Concepts 

Now tlial you arc familiar v.ith the conimis, 
the remainder oi this chapter gives you 
complete game details for c\eiy ,ispcii of 
strategic gameplay, 

♦ RESOimCF.^, FACIl n Ihs, ANI> 
MANUFACU.KINC 

♦ KOPLU.AR AND CONTROL 

♦ CJiAKACI ERF. SPECIAL FORCED, 
AND MbblONS 

♦ TROOPi AND FLEETS: OFFEN.'^tvr: 
AND DEFENSl\*E 

♦ WINNING THE (‘AMI’ 

RCSOURCES. FACILITIES, 
AND MANUFACTURING 

I his section discusses eveiy thing you need 
to know about I'csourccs, manufacturing 
capacity and facilities 



nc, 3.20 MLSSACE 
ALERT BAIt WITH 
ILLUMINATED 
MLSSAOtS IN FOUR 
CATEGORIES 
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Resources umi MAnufacturlng 

Ariy 11 me you build bunicihmj; in tin' game 
- Irom a mamifaetuTing laulitv u> an Army 
Rtgimcii! —you need lo expend a Leri.i::i 
amouni ul >our refined macci-uilb burLhtr 
mote, tverv'ihuig you huild needs a certain 
amouni a mimiiCTiiim t* rapacity fi't upkeep 
(Exceptions arc niitioand rcflnsrics ihcm- 
sclvc'. ) Then lav, the ti.urv yOU I'^jild. the mon: 
you expand, the more' rv^^ouri »‘i you need 
Kaw maicnals, re lined maicrlaU, and 
mamicnaacr capacity arc all meuburt'd in 
uniu- 1 Ii iiinr you build produc'd' rav^ 
malerl»l^. A mine cr.*,is 20 unu> ol rdmed 
rruucnals lu build, bui divcui enst anything 
10 maimam ahi^ i^ im]viriant :avly m ilie 

jiamc as yoti’« build mg dud jefmcncs 

10 inrreav your numu'f iru»' cipaeny ) 
Refineries cost 20 unib n| ivfmt J tiwienals 
10 build and, like mines, uoni co>i anyihing to 
mam Win Refineries produce '.Hint'd m.iU' i.il^ 
from ihe raw maicnals pioduced by nnr'rs 
You need n‘fitH’d maicnals to build |usi ahoiii 
anything else. Kefu'cty/mlnc combinations 
produce momiciianu' r<i[ianiy. which you 


REriNED MATERIALS 
AND MAINTENANCE 
CAPACITY 

Every taciluy, ihip, iruop or SpccForec 
unit in ilte game requires refined mate* 
rials in produce. These materials are 
Ubfd during 1 he buildng process, drawn 
from ihc available supply as needed by 
the construe I Ion yard training 'yard, 
or shipyard, In faci. if you don't have 
enou^ tvftned mai crisis, building slows 
until the supply is Miff. dent to finish the 
project. Once a unit i 5 buill, ibc refined 
maicnals used to produce it are consi- 
dered ‘used up " 

lixcepl for minc^ and refineries every 
faciliiy, ship, iroop or SpecForce unit 
also requires mainien&nce capacity co 
maintain I'niike rau and refined mate- 
rials, which are generated eac h day like a 
me-idy stream, your total mainJe nance 
capaeny is more like e pool Each mine/ 
refinery comhinaiion makes a one-time 
coni rlhu lion of ^0 uruu to ihe pool, 
Likewi>c, units, faciluics, and ships 
make a one-imu' wuficitawal from this 
pool. Msimcnance unit> are wken as 
soon M you give the order lo build the 
unit. The maantenance monitor shows 
the 101 al unased capacity. 

The more msimenancc units thui 
a mine or r.- fin try ha.s to contiibute, 
the slower ii will l>c in pi'occssing raw/ 
refined material points Also, the lower 
die populwr support m ihc system for 
your side, the slower ihc mines and 
refineries in the sy^ictn will Ik In pie- 
ce sslng raw/rctlned material points 
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need to mm mam your faci lines, troap>, ;md 
fleets Mint^. and refmetu> da not have ui 
be on the same 'system lo work together 
Relinencs ihtii are an any system you i:ontR‘l 
auto mat leallyiefme mmtd material from 
any other system you camrol, 

Your current supply of these resources is 
dLsplayed m the top ol the screen (hij;. 3.22). 


(taw Marc(l«tl& 
Moi^lmr 


ReAn«>c1 tsSateri^s 
Meniror 


iVVaJnteruuice 

MorUor 




FIG 3 23 


FIC. 3 22 RESOURCES MONITORS 

BUILDING FACILITIES 

In Older to huild any type of facility, you 
need a coruMruciion yan.1 I'lio ManulucLur 
inji and rrodumnn window (Fig. '5.24‘) 
ihtiws w'heiher a system has a construe cion 
yard k> hnngup the Vlanufac- 
curing und Production window. 
dcnibk*ciick on the Manufac- 
luring I con on tlie top left side oi 
a system (I'lg '^.2V 
To give this construuinn yard a command 
10 begin building, you would nghi*clKl< 
under Fnciliiles I'nder Cons! ruction. 

Uick on Build. Mils brings up the Build 
bekenon window ^hown at right ^Fig 3 25' 
lo HH' whAt lauliiies y'ou can build, click 
on the down arrow under the default faciUiy. 
Facihiks in ilic game an> eiilicr manufai-iur- 
mg and praducacm iaciliiies (which produce 
something lor the game) or defensive facill* 
lies Dcktisne riirilitics are covcicd later m 
this chapter umkr Defense I he follow-mg is 
a li^l of the matiufactuimg and production 
taciluies you can build, Koi all of these 
l'aclht 1 e^ arc arailabk ai the beginning nf the 
game Advanced laciUnes are only available 
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alter the technology is developed from 
Research and Development 

Ml\ l'5 gne you access lo a 
systems rau maienals, 

RhUNERlEb rditie mmed 
materials to produce refined 
materials, which are used ro 
huild every lypc of unit m ihc game 

t'OVSTRLiC'l ION YARDb 
I el you buUd other facilities, 
'Iwo construcuon yards double 
ihe spfcd, three triple the speed, and sn on 

TRAINING FACILlTldb 
let you build (nvops and 
^|H’Cial Forces Two irsiiniitg 
fad 1 11 ICS double the speed, ibree triple the 
speed, ind so on. 

OKblTAI. SHimKDS let 
you build capita) ship^ and 
iigluefs J^lnps are covered 
Utcr in tins chapter under Troops and 
Fleets ')wo diipyards double the speed, 
ihiee tnple the speed and so on. 

ADVANCED C0N5TRi;c:- 
'LION YARDS let you bui 1 d 
other kiciliUM. They build 
facilities mort’ efficiently than standard con- 
si ruction vard> 

ADV:\NCt)^ I RAINING 
YARDS let you build troop? 
and Special t'oixcs. They 
build troops and SpecForccs more cfficicndy 
than standard training yards 









ADV.ANCI 0 ^HIFYAIU^S let 
you build u[nial ships and 
light CIS They build ships 
more efftciendy than standaal shipyards 








Cpn«tryc(|«n.Y«C^ 




&6ii Tirna To Corrplation 
Oast Tima To Dap(ovn>«nI. 




Humber to btsM::\y 


Close buftori 


Minimize burton 




fftC*i«S 'Jfr3e^ '*.n.rs r/)jctli>r. 


flodtl 5»l«c<ion^^^ X 


Amount of milntenAfxe 
needed for feclllty 


Slkiw^ wlw( Is under 
cofi8tf\jttlan. how nvviy 
A/f being built, and 
rhe desdnArion for rtic 
PAdllry. Rigfir<ll{k in ctils 
Area ro give the construe* 
cioji yerd iiisirucnons 




ft: ' . 


Display SccTot window 
for Ibis system 
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CurTHtly scIbtTCd 
rAeiiiry to huild 


Time to deploy taclliry (i» 
desllnaclon Is different systemi 


FIC 3.25 BIIIID SELECTION WINDOW 


lUILDINO lACJIIIlES ' CMAPTEB 


Bring up CfKytlopedid 

pr^try fot this feciljfy 


The Bnir number fiere is the 
number of (onscruetlen yards 
Ai this sire, The eerorul num« 
Der also Includes the constrtic* 
tier ytird now being bullr. 


Tbli progress bat sfiows 
heiw far alnng the eurrpnr 
COfistfoCtlon progrena U 

If there Is more rhan one 
unit In line ro be built, this 
shews status of uurrenr 
unit only. 


Amount o* refined 
material needed for facility 


CUch here rn bring 
up list of facilities. 


Esrimared time to completion 


Select number of unlrs to 
build consecutively. 


fVegfo building, 


Csncei 








Yau can insu*ua ihe conscruccion yard to 
build more than oiw facility by clicking on 
the Number to Build text box. Uniia arc 
bulk consocucivcly. R2*D2 or .SO- 7 inform- 
ing you a.« each unit cJrploycfJ 
NOtl : Whfpf iinU'i nh/Is (o 

hr hui}t, Mr(/rpff«'nrau<’ ropmitv fof ti/f iithM 
me lieilui tnl tU flir Mmo vnu yivr /ho o/do/. 

I he lUnld Selection window gives the 
oil mated days to compleuon This is a 
■'best ligure— building slows if you 

don't have sullkieru rdined matcnals, and 
IS suspended if ihe system is under 
blockade or in uprising 
Stopping Construction 
You ran halt consiruciion an) i me by right - 
J irk mg In I he ladlides Llnikr Conslruciiim 
area ami (licking on Slop. 11 le c'onsiruclion 
area (.lears and )'ou recoup the .nairuenance 
ihai ihe units you were building took up. 



Starting a new project can- 
cels the cutronc construction 
and trees the maintenance 
the prtjject was using. 

Setting the Destination System 

Vuu can build inalicics on any system you 
conu*cl by right- Jicking undo Facilities 
Under Cions miction and selcciing the 
Destination menu option. Click on the Jos 
Tin at ion system with the cross hiirs. In order 
TO build on a system, hooves er, ilnii sysiern 
must have energy available I'nergy repre- 
senied in ihe Set. Lor window ixb blue and 
while ^quareb U ig 3 26). Each lacihtyyou 
build on a system dunges i hlu? square to 
while, giving you less energy in build there 


Xyqulnc ]% 'Ml." It 
tiM r>o mor* <»n«rgy 
AVAllAl)!* for IWVV 

tAeilines. 

Comiri«noi. on ctie 
otf)er Ihuid. Iia> 
room ter ewe mere 
hACJIItl <4 

IICj J 26 , THt StenSR WINtXlW SHOWS IIESOUIVI&S 
FOR 1 ML SVyrtiMS IN THAT SECTOR, 

i\()n * ij ytnt ^vt/rTl bniM <t rmirc' orr c» 
svMeni, vnu wlvi nml row rtkrrerMlN tntiir 
tihk f hev (Ilf ifprtM iiird <is »ed stjurites 
(h/g . 1 . 26 ). MiMi'.s are yellow s 



THE MANUFACTURING 
AND PRODUCTION 
WINDOW TABS 

YouVe been concenlralmg on rhe defauh 
Manufacrunng tab in thr Mamhaciuntig and 
rroduction window Tire other latis. >howTi in 
Fig 3 37, let you ^ee ilie production lacilities 
diiecily on the '^ysiem. ^ole ihaL gi'ayed-out 
tabs indicau* no fauliLiea ol ihai lype are on 
itu' sysieiti Hy nght-diddng on the units, you 
(tin isbue commandi \na the pop*up menu 
be leu ihc hiicyclopcchsi option to bring 
up the Encyclopedia cniry for thii unu. 

Click on Siaius io sw lire iimik uirrem 
status, .shown in hig. 3.3fl I lie siaiu> ii par- 
ticularly useful If the unli i^ Mill being buili 
or ls en rmue, as n sliuw> you the estimaicd 
time of iir rival or deploy mem lor the unit 
I he image (or ihe.se units shows whether 
the unit b u>mpieted, being built, or cn louic. 



UNtriS UNITI5UNDFR UNIT IS 

COMTLETID. CONSTRUCnON EN ROUTE, 


CHAl'TEft J • SIOrrtMC CONSTRUCTION 






ttanufKtvring SMus 


1' 

Aani«drro;e&«r9 
/ 0 

>-wi».»wW 3 


Conslivcfinii Yard 


LcKArton cY facility 


Status 


CofX5irw+on Yardi tab 


Marufac(urir>j( lab 


MANuracrurntMC and rtODUCiio*i winpow ta«s , oiapur i 


Sraf\jS may be acriva, 
ur>der constPLcHon or 
cn route. 
Sfwiws how many maiote' 
nance wntn facifity u*fa. 
Number <jt dxy^ to cem«R 
one refined maeerW Manr 


lnclic«Uea NwUfty* 

retf >Mnee ro orWra 
bnmbMrlmeot 


, ,\ J " "'•WV'*' u . \vv>» ; ' 


V, 

• .WUNV'K. •' 


Training Yar<u tab 
Shtpyardi cab 


Reflneites tab 


Mines tib 


Construction Yards 
■ 


Jlck on wnH 
to brtrM up menu. 
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rr. 3 26 STATUS WINOOW KJk COCTttJCnON YARD 


Picmreof tedllty 


Bitngs up 
Encyclopedia crirry 
hi facllhy 
Cose This screen, 


A 



SCRAPPING FACILITIES 

U'you warn to nd o1 ont' ol vour fac iIm ios, 
yow can scrap u l*hi^ rclum> lo yuki ihc 
maintenance and seme ol the retjned niatcr- 
ul lilt* unit u«ed. Scrapping I'adhucs trees 

II [1 energy on a sy«tcm You might, for 
c>:afnpk’, s.k rapii mine m you can build a 
constiruciion yard, ur scrap a inimng yard 
to itplau 11 with an advanced training yard 
You may wiio K'tap fauliik's if you are low 
on maintenance upacny op ^fmed maienak. 

To scrap a laality, go lti die .ab tbat ha.s 
the icon I'or that taoiliiy Uight-cJid< on that 
ucm CO bring up ihe menu, and select ^ciup, 
You can scrap any ladliiy, troop, or ship 

III I his w:iy 



II vnu don I have oriougli 
m^lnteri^n<c c«ipBicUv Co 
support All vour capital ships, 
fl>^hff*r squadrons, troops, 
and farlllries. Star Wan 
R^lielhon will start ehoos* 
In^ wh.it to sdrap for you. 

RESERVING 

CONSTRUCTION YARDS 

When you right ‘dick on the Facilities 
Lmler r.onsiruciinn ama of ihc Manufaciur* 
I tig lah id die Miiriufaeiuring and Production 
Window, you'll ''et one of die options is lo 
Reserve the um>iruuion y.ml Fins mean*, 
dial it you turn over Mamie namv Pn.iduclnm 
to your agent, the agent won't u?e thru lacil- 
ity to build mines and rdineties. You might 
do this if you want to keep a consiniction 
vard available for your own purposes. 


CONSTRUCTION YARD 
PROJECT STATUS 

When you right- click on the I'aciliiies L.mlcr 
Conbiniciion area oi the Mantilaciunng tab of 
the Manufacturing and Production window, 
you'll i^ce one of the options is Statu:? This 
brings up ihe Fanhtic« l.'ndcv Consn action 
window The cm 7 for rhic window 
(I'lg. V2*?) (ells you die day on which con 
.■»! ruction will \w finished 



PIC, 3,?« fACUITIFS UNnF.K CONSTRUCTION STATUS 
fCONSTRUCnON YARD MANACFR) 


ORGANIZATIONAL TOOLS 

Keeping track of mines and Termcncs. and 
plun fling ihe besi use of your resmirees me 
;i ^niit:H ii^peu lo die gume below ,ire some 
tools that will help you. 

The CID Resources and M<inufacturing 
Sub' Menus 

♦ RESC'^URCES Cliangcs the cJalaciic 
Information Display so dial larger stars 
represent avaiLilile energy, raw materials 
mines, or refinerie;^ (Fig 3.301, 

M AXl T A m IRIN C Ch an gej? the Galactic 
In formal ion 1. 'is pi ay sn that larger si ar^ 
indicate shipyards, Iniirmig facililKvs, or 
construction yards on a ivi^iem [\ ig. 5 30 


rHAPTpe: \ • srnAfriNC r*ciimcs 






\ E Av»tlftk 4 tv 




^CdeMe 


2 Alpyirtf» 


B 9 Tr«Mi*Q TAcMIUe* 
R^ltl^e trsiAlikf C«ntKr« 


^PcrMMMi 

S^HeiMfrea 


WidM CentifweMA V«tM 


CkfCMae 

PlT^ayj 
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)Uw nw^iMs 


You cao furiher pmpomi onJy those 
shrpyarcii training cctucts. cc construe 
ucn yyrdb ihai are airrcntl)' idk 


no, 3.33 StaORWINOOWlMAOg OF SYSTEM 

agent to hnng up a menu (I'lg, 3.3*4) which 
includes helpful 'diorieuiii (gr managing pro« 
duciion and keeping ipjck ol your resources 
-♦ Bl.’IU) lAClUniiii' Click ihis menu 
iiem (o huild any laulity on any system 
I he cursor changes to targeting ero« 
hairs Click on the system where you 
want a new* raciliiy Tie Build .Sdmion 
window comes up This is i he same 
window' (hat come** iif) when you give a 
const run ion yan! » direct order to build 
When you make a seUxiion and cUck 
on the checkmark, your agem will naok 
diiwn the ilojol consiruciion yard to 
gel the |ob done Of course, thai this 


SMor Window 

I Ke Sector window iKig 3 33' shows how 
manv raw materials you ha\e as a lable, how 
many mines, and how many mei^y spaces 
are available 

Use Your Droids 

Use C-3P0/IMP 22 Kighi click on your 


FIG. 3.34 AGCKTMENU 


- Marufecftjrtng k 


FIG 3.30 IHl USOUaCESStft'MOsXI 


6 u^ Sh^t 
Swm Troopi 
6u4d f aciMi^s 

Ofai*ctn«« 

Msnage Ganisons 
Manage Production 


Resource Monitors 

1 fir Kkiw Vhueruiis Monitor Relined MaicnaU 
Muniiof, and Maintenance Monitor at ihc 
tup d the screen iFig 3,321 give you ilic 
current avadabihi) of ilvsc rrsimrccs 


r\C. 3.3 1 rilL MANUFACrueMG SUB'MINU 








option only works d you have a con- 
struction yard avojlabk. 

♦ GAL\X\* 0\'ER\'1EV\' This menu 
nprion gu’cs you infomuiion about 
)our facilincs. shipj^, troops, fighters, 
and S penal I'orres Click here lo see 
f ig. J 3)> shown beknv. 

♦ MANAOL PROI^UCnON' Ihisopiion 
lets the agent lake owr some ol the wxirk 
When>ou select Manage Production, 
L*3?0 or IMP* 22 will build mines and 
refineries m any open cnergv* and raw 
matenal slots n finds, h will sun wuh 
slo(:« thar arc ch>scsi lo ihc consirucnon 
yard.<s iiiuJ c:cpanil from ihete The agent 
will work to l>ularHe ilie mjiiiluT of mines 
and refineries, und to rniiMmire your 
mamienance points, but it scon i scrap 
mines or rcfinencs to bnng the two into 
balance Once the manager turned on, 
it will not stop until tlieit arc no avail* 


able enc^ and/or raw material slots 
remaining, or until you turn it off. 

Popular Support and 
Control 

Popular support in Star Wars Rebellion. 

men rtiev called U'yaliy. cs a mea'sim’nient 
ol how strongly a system supports your 
side Key systems — Cc^ruscanl. lor example, 
Yavin, and the .Alliance headquaners — begin 
the game completely m support of ihcti 
sides In most other cases, however, at least 
some of the popuUaoii has sup\>OTt for the 
opponent How strongly a ^y^icnt suppons 
your Side ic <u<cepuhlc lo change ihri'mgh* 
out the game. 

l ied closely with the concept ol popular 
support in Star Wars Rebellion is control. 
^vhlche^'e^ side controls a .lysiem can .station 
troops or draw rcs»iurces from that system. 
Sysicmsrhai arc nor controlled hy the 



li«m» Att 
iderMifled by Kem 


Tlwr«'5one rvwtor 
CAC^ rype 

troop And 
Sp«ctorc« yow cont'd. 




TSk k trip eoTAl rHjmbcr 
of cTiAt or unit 
you Control 


Thk H itw totAi Amount orovnteoAftca 
CAfudiy Mns ^ support those unlu. 
hi dlls cMHipte s(r X udigts Are e.\Ui using 
AghI rtMjrrtcfWKA: units. 


HG.3.35 GALAXY OVERVIEW 



chakek i roruiKt sut^Ok1 a.hd coNfOOi 


i 


Empire or Alliamr i>tt' nciiir.il NcuiraJ sys- 
ECim don't have siiong siuppini for cuber 
side. By increasing popular Mippon on 4 
rwiutral system, you con bring iIh* planei 
under your comrol. 

If a bysiem you control does not bironglv 
support your suie, smugglers may begin to 
steal rcsoun.es from the mines .md refinenes 
on that system, Rcsinmcs stolen tn this way 
will be turned yveru) your opponent. 

If there IS not enough populai sgpiv>n on 
i system for your side 10 oonirol u. you can 
take control of ii by plating trooper n*gi< 
ments on vr. To do this you need lo assault 
the system. tScc section on ollennse pl.iy 
later in ihr>ohaprer) 

Nuu tiui even though you can comrol a 
system wUh truv^per legmumis. the speed at 
which mmesand refineries produce raw and 
refined material poinu, and ihevhumv ihai 
these points wall be smuggled away irom your 
siUe« Is influenced by the pv'puUr Mip|ion in a 
system, comrollmg a system with inA>p«*r 
regimems m ab^nce of popular support 
has ns disaih.intagc^ (Smuggling can be 
reduced by pUmg inH^ivT icgmicms. ships, 
and fighters in ihc system.) 

There arc also unpopulaied s>>U‘iiv> 
Unpopulated systcmscan be v uni nulled l>> 
yuur side by placing one or more trooper 
regimertis on tht*iii However, il you do this, 
you will only eontinuc to control the system 
as long as you leave <>nc or more irooper 
regiments on the sysicm. because the system 
will still be unpopidaUxl 

Unpopulated systems lUtraei a population 
1 00 perecni loyal to your side .is si>on a.'i 
your first facility arrives at the svslein 
Therefore, n is 3 good idea to build a fiKlIliy 


at an unpopuhUevl system (hat you control 
as soon as po^ible. so ihat the sy'^em gains 
a population and your comrol of I he sysiem 
docsnl depend on the -.ominued preserue 
of Irooper regiments. 

n»c folliiuing arc the key issues that allect 
piipubr soppon in Sur Wats Rebellion, 

♦ niKI OMAt'>' MISSIONS. Sending oiic 
v>l your V ho rollers on a Diplomacy mis- 
sion to a system can increase popular 
support for your side, You cannoi itend 
characters on Diplomacy niK^lons to 
enemy sv’stcms. 

♦ SUBDUE UTdblNO MbSlONS: 

Subdue Uprising missKH’is will also 
inciYi^o popular support tor your side 
Uiltiuiugh much more slowly than a 
OiploriiiKy 111 ISO on) However, unlike 
Diplom;K.y missioro ^ulvdue Upriiung 
mt&ions can only be x^nt u> lysUMn'. 
that arc tn a sutc ol up rising, and They 
help CO end the uprising 

♦ OTHER ^YSTEKlb IN bLClOK: Changes 
in support on a system can afleci popu* 
l.ii su PI Kill on other sy*stems in that 
scUor hor (his reason, if you gain control 
ol one system in a ‘icc(<u due to changes 
in popular HI ppon (ilui is, no imnper 
regiments w-crc added or removed to 
cause the change in corurol), others imiy 
follow sun. On the other haitd. it yxrur 
oppiinrni takes over one of the systemi 
that you tYiiiirol due to changes in pop- 
ular i>upiK)ri, olhrr systems in dial sector 
may bevume neuiotl and neutral systems 
may go over to your opponems side. 

♦ AaVNDOMNO A SYS 1 1 M If you remove 
vour last ticoper regiment I rorn a >y5U*m . 
and the ^*stem shifts aw'ay trom yotiT 
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kontnil js a rc'^uU, you ma>* suffer pop- 
ular 5.upix'rt low:? ihroughoui ihc sccior. 

♦ IROOHl K ftliCIMPHTS The fiisi imops 
you station on a sysit m alter an assault 
decrease popular support lor your side 
unless popubr support lor yoorside is 
already strong on the system Hovi»‘ever. 
d your side « the Empire, the presence 
i.ii inhjfvi will aUo slowly increase sup- 
port for )Our side (as long as there is 
nuL un uprising underway') Because you 
must a planet with troops intake 
u over by lortc, domg m» results in a 
decrease m popular Mjp|U)n 

♦ LUi’lNO IN BAl lir. When you light a 
battle agamst the enemy, the loser will 
experience a decrease in loyalty through- 
out ;iv sector where the batik occurred, 
depending on how many ships and 
ircKJ^is ihej \i>4 lelaiive 10 their oppimem 
Any time you lose a i a pita I ship tor to 

(I les^c:^ e>deni, uoopO in hat tie. your 
popular >uppon ihmuglunii ilir seeioi 
where the but lit iKvum*ii gtvs liown 

♦ LPRlMNOb ihc longer an upriMMg 
cemmues on a system that your side 
controls, the more popubr support you 
lose on tliai system. 

fM OTKADf Popular .support IS affected 
on systems ilui are under blockade If 
populiir suppi'n <»n a bUx'kaded system 
lavor> the Allianic then Alliance popular 
support lor the AlliaiKC UK nuses as ihc 
blockade continues. 1 1 pxipular support on 
a blockaded sv'stem la ' or the iTupiiv 
then popular support lor the I mpirv 
will increase as the blockatle continues 

♦ CIMLIAN D/XMAGE IN BOMBARD- 
MENTS If you damage cinljan faciLcies 


in a bomba tdmeni \anv manulaclunng 
or production lacdiiy). you lose popular 
.support for vour side Ctvilun damage 
can occur even dunng a mthtai^' bom- 
bard mem due to 'coll arc ral‘ damage 
(I his means I hat you hii a civilian 
loci lily by incident ) 

♦ DtAl'H blAR Ihc pre>eiicc oi a Death 
biar in a sector make* ii easier for the 
Empire to mainuun control ol systems 
in that sector Using the Death btar to 
destroy a planet decreases support 
ihmughouc the gabx>' not just through- 
oui the sector 

♦ U*)SIN0Y01:R HEADQUARTERS 

If you k>se your headtpiarters ht'cau^a' 

II isiapiund UAiruxanl) Of dr'4n>yciJ 

'Rebel HQ), you immediately stiller a 
severe drop m popular support in tlie 
sector II y*ou arc pbymg tlie pan of 
the .‘dliancc. cnov'ing your I’teadquaners 
to another system wnll result in a small 
drop m popular support at the system 

III which II wa> onginally located 

CARIUSON 

REQUIREMENTS 

Ixwper regiments sUitionetl on a sysietn 
make up a garrison II a system you control 
does not stror^ly support your suk I lor 
example, because you took over the system 
by fpTcc\ that sv'stetu might have gamsort 
lequircnicncs Ciamson rcqauemcnis aie 
slated in the Trcxiper Regiment tab of the 
System Defenses window garrison 
rei{Uiremeni of two meaii.s you need ai least 
iwv 1 rc*oper‘> «)n the sysieni to keep control. 
Not mceiing^^irnson ret{iHremeoi? couid 
cause the system to j;o into uprising 


■n 
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UPRISINGS 

A system yw comiol may gi> into an upn-.m^ 
if >mi don i have tnoush troops o mcci ihe 
^imson rvijuin'mems S>*9tcnb m upnsin>> arc 
idenuficd by a lliimmg iton lU the lower right 
i 4 ihcs)Mem U ig ^ 56 ' 


fIC 3.35 iWM IN UrmsiNC 

W}i)1e a system i-* in upnsmg, numduc- 
lunng hairs, .md miitic mi^ion> on ihai 
system iflll bysicnia m upn5lngcx;H*n«nt*e 
a sharp I Mi rcav in garn*on u quiiemcnw 
If abysu'in sia^s m uprising uio knng. ynn 
n\d) lose li*oops and fnulitus ilici.v mid may 
uliinuii’ly iosT lompleic comrul ol ihc 
system lo qud) an u pining, you riihcr need 
«i send in more miops, or send one o! your 
iharacier^ on u buixiue ( prising mission lo 
the sy^iem 

\OTh. \» upitviiig is nri n*mid u v/xmu 
lu von/ pirsf'nM’on tfu svstrm. V'i<i fionps 
rW ih<n<«rer> tiu' ut U'th of bemg 
laplmcii ot kiliiti 

Conversely >oo ean iry to atii 1 lungs up 
on an cTH*my system hy sciulinga tharAier 

on an Intiie Uprising mission 

INFORMATION SOURCES 
FOR POPULAR SUPPORT 

The becior window (I ig 5 5e i w your 
mam souru* of m formal ion on papular sup* 
pon Ihc amount oi u\i and green on the 
Loviilty g.uigc undenuMth eiu li sysiem 


shows how strong your support is, and how 
suscepnbie a neuira) syMem may Ixr lo 
being won ovci lo your s,dc. 

lo fyr a broader view* of your supp<ift 
across ihe galaxy, wleci Pi'pular Support 
fn>m rhe Loyalty ^h* menu of Ihe CialiKCio 
Inlornuthon Uispiay coiurol menu I aiger 
Slats in th« view* indicaie syskm^ with 
Hrong support for yout side, regardless ol 
who controls those sycitms You tan also 
selcii Uprisings Imm ihis nknu lo sec sys- 
lem** m uprisuD^s 

ChAFACters* SpeclAl 
Forces, and Missions 

The ^.hat.iucis m Slur Wiirx Rebellion give 
the mvkii oi n> ibviir, bui ihry are olwv 
critical K> garnepU) 1 sell clumucr has Ijv 
s lal alvihiics and ^ri'n^hs ihai you e.in uw* lo 
lunher your sirntegy S|X'i iliciaNy, cliaraocrs 
uti h.iv< skills 111 ihplomA.y, i^pioruge, com* 
bni, and leadership Thiswcikm talks about 
t. ha I liters and inission^^ m dcuiil. You 11 also 
sec iiowcluracrersxan imptove their ohi him. 
and how sumc duraciers nmy he strong in 
the horce 

BEGINNING CHARACTERS 

As Vi HI begin the game, mete are a* riant key 
char.uterx you siari wnh i>ov the < han^ on 
Uk next p,ige for key ^haraciers on each side 
hikh giitnc bfgina a in tie ditfcreriily, with 
the ilura^iersai difkTent l(Hjnons You also 
loave one extra ^ tianieler tor a staiuiard game 
two lor a l.itgo g.inic and four for a huge 
g3me These ciiaraciers are randomly 'Wiectcii 
and placed Additionally ytm can recruit 
chaiacicn> to your mUc a< oru* of your many 
iTusslon options TIhsl^ discussed im detail 
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kuer in chK t hapicr. There are a coial of V 
pubiiblc thiiracters (or eaih >ule 

USE THE FORCE! 

I [le I arce i> a gredt jxmer in I he g<rlax\ 
whieh some charauers «.an harness io 
mcrease then other ubiliiics I orte-usm); 
characters — il siron^» enough in the K>ix.c— 
can also be used lo deicu enemy Foac- 
using clwactcrs on imssrons, and loi] them 
if ihcv are located m the same s>'siem 
Force-using characters can also heal (aster 


I hail normal il ilrey are slrungenou^ in 
the I orve 

I here <irc live levels ol Force usd's 
Novke. Irainee. |edi hiudeni, )edi Knighi. 
and |edi Master Some characters may he 
strong in the Force vet be unaware of u Luke 
Skvwalkci h» (he ability lo discover AINjikc 
characicis wiih the (xiimial lo u»<' (tx- 1 arce 
while Oanh Vader luv itio uhiluy lo discover 
liM|viul < iuiot lerv with ihe ability lo use 
I Ih* l'«m e I tike or \<u le r v yn on I > d i sc ov c r 
tiui a ^ liar Osier isy psxential I'orce user 


UkCrkhihrlNu AtA.lANi b i.rtAMc lUCv lAi YaviA. tixcc^ Mrm Mothma^ . 



Princess LeU 
Luke Skywalker 


SiriKig diplom.Hic and leadership skiUs. 

Strong combat skills also skilled m espionage and 
diplomacy Luke .Ykywalker is a Force user whose 
skills may increase as the game progresses 



Hon Solo 


^rongespmnagc. combat. and leadership skills, 
I In fortunately, he has the jvsky pnvhlem of 

having a price on hi> hnid 



Wedge Antilles 


ChewlMCca 
|an DodonrM 


Mon Mothme 




Oocxl combat, espioru^. and katkisliip skills, ^^7dge 
AnnJlesalsci knows how to research new ship design 

Chcwhacca is good at cninbut and espionage. 

Jan Dodoniid luisa mnge ol skills indudiiig com- 
hai. UMderbhip. and diplomacy 

As president ol the Alliance. Mon Mothma has 
exceptional leadership and diplomauc skills. She is 
lociced at Alhance headquarters, which is on a dif- 
ferent in an outJymg sector every game. 
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Emperor PAlpatlne 


Flett 


Veers 


Darth Vader 


Jerferrod 


Ozzel 


Needa 


(''(k'epnonally strong Wadeiship and cwnbal 
&s well su^ diplcnnatlc skl.ls birong in 
ihc iht nmperoT always begins die game 
at Coru scorn. 


Ciood combat and leadcpjfbip skills, sirxsng 
dtplomauc skills, 


Good combat and leadership skills VVers tun 
ptrromi troop Research and Devdopmem mb* 


sions. 


birong kude rshi p , ti i p loni ai i c c spi on age and 
combat skills. Danh Vader b very strong in 
ihc Force. 


Strong leadership and good -diplomauc skills 


Strong leadership, combat, and espionage skills. 


Strong leadership, cortibar, and espionage skills 






I fjjrmng a character is Force •aware gives 
th*u (.hjmiUtT a Force tanng uf Nomcc and 
immedmidy l^c^ca!.l’^ ihc ^haMcU't's leadin'- 
iliip, tombai, and wpiof«igv <ihilii ics You can 
increase these abiliues Uirvher by tram mg 
ihc characccv m the Force 'id do ihiy you 
Jit rid ihc cfiaracier with Luke bk\*U'alker or 
Oarih Vadcr nr ajedi Training mutsion Thi5 
IS covered in derail laier under Missions 
Luke bky walker always begins the game 
as a Trainee At some pnmi m ihv game, he 
wall gu oil alone lo l^igohah, u* Iv irmned hy 
Yfxia It his training la success.ul, hel) hau' 
i higher Force ranking when he relurib. 
(The only way his training ivoiild be unsuc- 
cessful I*! if be K Intel mpied lx cause Han is 
capUiivd hy ihi: houiuy hunters and brought 
to j abba's palace 't 

TRAITORS 

Like planetary sysietiis, durjuers have a 
loyalr>’ rating that tlepends m pan on how 
siiongyour suppon n ihrcnighnui ilic galaxy 
Unfortunately, you cannoi exiimme a uh;u;u 
tci^ loyalty directly Charaaers si rung m ihc 
Force can also fcnci out traitors in a parly 
Key characters have strong loynUy tluil 
won't w liver ^ome wcondaiy jharacters, on 
the other band, rruiy hecotne traitorous If 
you send h iraiu*r on a rnHslon. he oi she 
may betray ihe ruisMon. (‘hiiiaeier li)yalik's 
aro aliected by ihe [irogre^s of ihe gainc, so 
ilicy will improve as you huve vniories The 
dunce that a character will httray a rm^sion 
tact traitorous'' can be alleaed hy Ihe 
desiiuciion ot the Rebel HQ. ihe I'mpire 
gaining or losing control ol Cur use ant, and 
getting ships, fighters, or troops destroyed 
in hank's, a'lsdulw. and bomhcrdnicnts 


If a characici m your musion la discos'crcd 

10 he a l^rtll(^^ ofien ihc he^i ihing to do is 
retire ihal v liarai lei vu his or her right -click 
pop* up menu I low ever, ii may happen ihai 
mostol yourdiuraciers will become iraiioivus 
at the same ume, because you are losing 
What tlicn? You probaWy don't want to racirc 
all yout cbaucier.s. You might j use let them 
•si I light and hope for an improvement in 
Ihe game, so ihai itanorous chaiactcns 
iH'iome less ss' and yiu can use them again. 
MOTE. UViflKfcrcrs in comimim/ loles wi/i iiui 
bcu<fV von, even 1 / r/ity hdvt ri low lovn/rv. 

THE MtLLBNISiUM 
F/\LCON EFFECT 

It Han bolu is I raveling hy himself, or wiih 
other chacauers (no i pea a 1 1 orces) and 
they are not traveling cn n s^ip. they are 
assumed to be travelinii on the Mdfennmm 
Fdcou and traveling twice as last as they 
normally would 

THE "SEAT OF 
POWER” EFFECT 

11 ilie I'TiifUTin IS on Cntuscani (nor on a 
licet al Coru>tani) and is noi capiurcd and 
ConiiuUU IS under I mpire c.otur\)l, ihen all 
Impcnal chumaers m .he galm«y gci a leusi 
Cl ship bonus. 

LUKE AND LEIA'S 
SPECIAL HERITAGE AND 
THE FINAL BATTLE 

II Luke bkywalker has an cnsounier with 
Darth Vader, he'll make a disturbiiig discov* 
ciy about his and Lcia's heritage, 11 he is not 
captuR'd in tlic encounter, he will be badly 
Injured to re fleer ihc fact that he has been 
deeply aflftled by his encounter and thus 
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can't be used t>n missium^, oi as a command 
character, for a Ion*: urm- 

I da always has hortc poietiiud bur rhvs 
can’i be d I covered uniil ^hc Ira ms al>«‘>ui 
her hcriUi^r from Luke (She is unlike oilier 
poienual I'orce u.s I ng characters that van h«* 
discovered.) 

Both Luke and l eia have an Evasion 
f orce bonus ii Luke or lew evades capture, 
they get A slight imrcjs*' in iheir Force 
abi lines Leu must be lone aware to get 
ihis increase. Luke and leia akt luve an 
fcneounter Force bonus II Luke or Ifia 
encOuniCT Darth Vadet or the LinjH'n'fr, and 
are not uiptured. ibey get a more sub?aaniijl 
increase in ibeir Foicc abilities Leia most be 
Force-aware lor iliis to hajipcn to her 

Luke's learning his beniage scis the mach- 
inations tor the ' hnal Uaiilc* m motion. 

If Luke knows his hentage, and ha<? a high 
eruuigh Force value, and is oa|Hured. and 
boih Dan h Vadet and the I mpeiot jro 
uncapiured, and not en route or <»i a tnL'Wion, 
Darth Vader will sun uymg to abtluci I uke 
and bring him before the Emperor. II he 
succeeds, the Final Baltic occurs II Luke 
loses, he remiuns i a paired \siih the Emperor 
If Luke wms, he gets Inv. captures the 
1‘mperor and Vader. iirul t M.ai'rs lo a fnend- 
ly »)Stfm or fleet with them l uke K much 
more Ilk thy to .succeed in the lirwl BjuIv iI 
he fill'' a high Force value 



IMPROVING YOUR 
CHARACTER S ABILITIES 

Characters come inu» play with certain attri- 
bute.'? A charaUtT may have an espionage 
rating of t9. for c.\amplc You can increase 
then* rating*^ ov*er time by giv mg ibe « haracier 


experience in the attnbuie you w.ini m 
enhance. II ihe character succeeds at the 
mission. iIk^ic aiinbute^ used by tire 
mission nu) be eiilurkvd At the end oi a 
succcsslul Espionage mission for example, 
a characters espionage rating will higher 
if thai chaiacier was the one who made the 
iiift'ion succeed This will ui turn unpmve 
the chiiwcirrs pcrfomiancc in his or her 
next I'.spumagc mission Only one character 
can vau»e j (unicubr muision to succeed, 11 
a ipecl oiXi* v4us»‘d the mission to succeed, 
then no member of die mission gets an 
increase in iheir ahiliue^ 
i\OIf ' Fofce-«Jw<r?e cfmraitcrs mav 
evpf»ren<e a simill groH'ih in their force 
obihiies ujtcf a suiress/id mission, but 
Hsiurfi>* not enough m uJvancc them to the 
nejrt Forre level. 

COMMAND RANKS 

you ^an put a » haracier with a command 
rank in cha^* of all of the regiments on a 
fleet or system, all of the sin ps in a fleet, or 
all hghier ^uadroii'. assigned to a fleet or 
cystem Charaoen» with mmtiund ranks can 
improve yoursutxe^fti in battle during tactical 
mink* Fiwsihlc ccmimand ranks atv .Vimiral, 
Oi’iH'ral, or tViiiiinander 

♦ ADMIRAL^ enhance die reaaion time o I 
»hip» in ilunr Dm m die tactical game. 11 
several fUvis jrc used m one battle, the best 
admiral ol tho>e jssij^od i< used Adnurals 
magnity the ednix of ships on bombardment, 
imprm*e the tnaiiaivefahiliiy of capital 
ships, and help blovk enemy mission, 

♦ ( lENERALS enhance the si rengj hs of 
irvx>pcr rcpmcnis lor as>auk (on a (Ifvi) or 
while defense ton a sv^iein) Ihey alwi magnify 
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eflect oi defensive hanenes Generals ha\*e 
no added e'^eti in tjciical baules. 

♦ C'OMM ANDERS cniiance the eneaiN*eness 
and maneuvcrabilii) of fillets in ihe lacu- 
cal game. You can a bo a comrmrder 

to system defense fighters 

All command ranks greailv enhance (he 
ability of iheir a»<x:iatcd unih lo dcteci 
enemy missiiins il an enemy mission is 
deiecied. then ihe commaml ranks also 
enhance the abtUlv of iheir associated units 
Co capture or kill memlxr*- of lie enemy 
mission The strength of ihissoccial abiUry 
depends on the charaiiers espionage rating 
The sjrerigih of the ability to cipiure or kill 
men^hers of enemy missions, cine the mis 
Sion li detected, depends on ihe -.haiactefN 
combat rating In both of ihesc cases, the 
Higher the rating is, the lx*iter 




Assign a getierol or 
commander to any system 
that you warW to defend. 

WHEN BAD THINOS 
HAPPEN TO GOOD 
CHARACTERS... 

Lharacirr*. ..an be capiured by :he cnenn; 
injured, or even a.'wascinaied (if you are pin 


mg the AUiani'e; .A characters icon Teflecis 
il«' status of I hat thartacr vsee cliari i A 
character that ts assas^nated is. well, dead. 

A charaaer may be injurtd il the ship on 
which he IS located l^ olouti up ;ai a result 
ol a bailie, bombardment, or sahouige'' if (he 
sysrem on which lie is locare«J i*. blown up 
by a Death Star: in an encounter between 
two I orec-asing characters; while evadmg 
capture or being capiuied : or as a re.su1i ol an 
as.'iissinanon attempt An rnmred charaaer 
cun not go on mi^oions and is particularly 
vulnerable t<* lieing cajaured. Tltetc always 
a chance ihat when a cfiaractcr ic injured 
dial be may be killed 1 1 he is not ktUed, be 
will be healed if he re^s on a «>>um oi Hect 
that you ..ontrol Capti.red characceis do not 
htyj while ifcy are capcuiod. 

A character may be captured in several 
ways: direaly via an ahduaion mission, by 
Ixrir^ detected by a foiler while the character 
IS on an eiicmy system, vs hen a system tlie 
character :s on is taken o\\!i by the enemy, 
and, when the chanKter tnes to escape a 
system that is under enzmy blcKkade 

If you have caiuured an enemy character 
an<J want to iratisport hnn or her you can 
do so as long us one character or Spec l urcc 
unir acts a« * jailer' and ^uys \nili the char- 
acter durng trarLS[ion, 










It 4 charucitr li capiured, help rruN* be on 
I fie wjy You tan semi remaining charaacis 
ami Speual i*ortes on a Rescue n*is4if»n You 
tan also try to restuc j character hv lakitig 
over the system where he is lx in>, Ih UI cap- 
tive. Blowing up a .^hij) tltai lioUs a lupiured 
cluraacrmay resuli in ihe vhjrotier being 
set adnfe, and soineiinHs recovered, but this 
can a 1:40 result in the i ha hk ter being killed. 
NOTH; Hiin S<il« m«v t^r some pmnr he 
raf^iarrd hv Ixniruv himtcrs. tl <his huppeus. 
bithr I e'ui Oignno, avd Clieu* 

h(ucu ujll wuftmmtical/v f*> to rescue hrm, 

SPECIAL FORCES 

Anollrer way loaccjuire personnel who ran 
perlorm missions lor you is to hu Id ul 
Horces at crsming facilmrs i ul l orces 
(a.k.a. dpecForce.O air designed lo^^peulK 
missions, such as r:v|)itm.n;i' ami Reconnais> 


suve I hey lack the breadth of skills that 
chara«.terb ha\*e. and, unlue c lMr;kiers. thev 
don’t improve their skills f ihey succeed on 
missions However, liicy ua* simple lo build 
and make useful <Kldi lions to mission reams 
To build a ^ipecial Iurces leatn, find an idle 
training faaliiv. nght-divk on it and vki 1 
Build mv I ig 3 

IheS(wxiul l orwsarc imcmnxed with 
ihc inxips m ihe drop-down menu. Du not 
sotiluse ihe iwo. howcvxr Troops art' Apecib 
ically lor esiablishinggarn sons, defending 
pljnei» from ground assauli and conduamg 
pUneurv' assaults to lake ovt r systems Troo^is 
never go on missions Likewise, i^pccial 
Forces do noi toum loward die ganison 
Tcquimmems ol .i >yiicm 

TIh iy jiioihcr way to build Special 
Tor,. . KighKlkkoti your agem ant) *eieci 
Ituild troops Irt'm ks menu ;big 3.39) 


0" 





.. OesHnetion '' 

^ (:ftcy elope dta ^ 
Slolus 

Q;Q fleoetved 
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6udd Ships 

r..*’.: .. 

Build f acilfties 
Galaay (^rvi«vv 
Objectives 
Manage Otmsone 
Manage Produchon 
^ Translate Counterpart g 
A‘jentAdwce 


FXi 3 39 YOU CAN USE YOUR ACCN.T 
lO ISSUE A BUILD OOER 
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MISSION IVPE 


SPIXIAI. FORCE 


AFHUATION ICON 


FINOINC CHARACTERS 
ANf> SPECIAL FORCES 

I hert* ate wa\^ to locale your diaraueiv; 
and bprtui T*orxv«, co lectively known as 
your person tid T\w fir^ is the Fcraonncl 
Finder The sCcorJ Js he tru«y Galatut 
Information PispLiv 

NUM : )ou <Uiino/ loiarr Lulre when hr is 
at DiiguK/h. or Hun Solo, litfre. i.etti, m 
C hfwbtuiti ij rhf*v u»r ur JaWvs piiliu i . 


When the cur«;or changes lo largi'img cross 
hairss setei t .» dcstinaiion s>*slcm II there ls 
an idle iratnmg laeiUty a\'ajbble. the Boild 
Selection menu umiesup :>doLi ihe Sptxial 
Forces unii to hiulil. and your agent wui 
m«truci the rnraasi avaibhlc mining lai.iliiy 
in hulld the unit 

below arc the Special Fokcs m Star 
Wars Rel»elliou, and ihc mtsvioiw )ou can 
send them on 


I AHigpn>he Y-wing 
Ret on team 


Reconnaissance 


Alliance 


Boihan bpies 


Espionage 


Guerrillas 


locics Upnsing 
Subdue Upnsmg 


Ahducilon 

Saht'iagc 

Death Star S^oiage 


Infill taiors 


Impcnal Frobe Dmid 


Reccnrsnsswice 


Empire 


Impcnal Espion.ige I5t\>id Fspianagc 


imperial Cnmnumdos Sabriage 

Subdue Uprising 
locUe Uprising 


Noghn Death 
Commandos 


Abdaatoti 

Assa*isinauoti 

Rescue 
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The Personnel Finder 

Use ihc Personnel Fmdcr (see Figs 3.-K) 
and 1 +1) to track a specific chararfer or 
Special Force vSjiccFotcc) unii. The Pieistjrmel 
Finder comrol is one of ihe butlons betieuih 


ibe Gabciic Inlonnauon Display You can 
enter the name of the character to locau* 
him. or scroll down the list and select a 
character Tabs loi you scardi ihniugh a li>i 
of Alliance [vrs.'imiel or Imperial perj>unnel 


Perwnnfl Finder rimpfrUI pla>w's vl^w; 


FC. 340 IMPtUAL PERSONNU RNDfR 


r«fsorin«l Finder fAINAncr pleyerSvIew^ 


no 541 ALLlANCt PIKSONNLI itNOCK 


tmer 4 aufserer ruime ro gf> 
rfireeriy civiidcter in llte I l»l 


OuM Peiv»nfiel 
Finder window. 


T&fi li»ti oriy ImpcfttI 
pcrsonrfel 


window And open 
System window tor 
selected cTiarAcrer 
CiMXACters: Swiich 
to Chdroeter Finder 
screen 

SpecForcesi Switch 
ro Specl.^l Forces 
noOei screen. 


Tab lists only AlHnncc 
personnel 
Select * chetAcrer 
by dIcJilnj on his or 
her nAme. 


FIG 3 42 PE5SOr4Ntt Ft4DeR WINDOW f Oft CHARAOlfS 


lac eteso*iM*L <iNotB / cH^rtiR » 








(.%£ Fig. 3,42}. To open up ihe Pkmcraiy v.in- 
dow for ihe t<-ln.ied characier, i-liek on the 
Display buUocu or double-dic.< on the char- 
iiucr':^ name 

Click on the bped’orcc^ buuon Lo search 
ioT $poi'ial Foites 'I his si'recn isee Fig, 3.43} 
shows a\\ your Special Itira-.s, and wIkiv 
they arc located. Again, um‘ the Display but- 
ton to go lo ihac system 'lo I cam more 
about a (.hamcier whose narru- you sec in 
the Personnel Finder, double-c lick on the 
characccri rhmic or press Lbc l>isplay 
button CO bring up (he bystem Window — 
.system defenses, flciH or missiori m wltich 
the ofiaracier ap pear's. K you liiive no mfor- 
mation ahnuc an opposing characters 
location, no Isy’siem window appears. 

Click on ihc Close but I on If you don't 
want to bring up a window for specific per* 

M'tnU'l 

Finding Characters with the Galactic 
Information Display 

You can use the main Cralactic Informarlon 


Display to see how your personnel are 
disinbutcd across the guliixy, Select Personnel 
from the CiaUiccic Inlormailon Display menu 
and select eitbei Active Pcr'^rmucl, to see 
the loc<UK*ris of your personnel who arc on 
mission ^ or m comirumd, or IdU- Pcr'soimel. 
to sec the locmion'^ of personnel whe^ i\rc 
available lor yssignmcms, 

Ixaminlng Personnel 
Tftcrc are two rruun i^onrccs of inlorrrm ion 
a bout a chatkicler the Galactic EncyUope 
tlla, and the btatiis window'. To examine a 
dm meter, you lust need to hrmgup the 
System Dcfcitscs window for the system 

where tin* character Is located 
Double-click on the Defenses 
icon for a system. ku:aicd 
on ihe lower lell side of ihc 
sysiftn in the bector window 
PIC. .via (rig, 3 44), 

Right -click on a churaaev^ icon to bring 
up I he menu for thal duraoter. Select 
Uncyclopcdin to go dir^'oly to the CTUiy lor 


CflO «hf>ws the i\uml>er • 
ot Speefotce on 
each system Dfnibic- 
cJiCk on line ora 
system name fo go to 
ttiat system. 


l*«ruiriMSl rut^r 

ft ^ j _ 'iJA^nijS 

■ / 


•*> 






< iMgul 

m 

n 

'■ 
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Lmei * system rume to scroll to 
that system 


Close Peisonnel 
Finder window. 


Display 


Character 

Okie here fo go hack 
ro the Ovy.Kter 
Finder screen. 


FIC 3.4i PEIJSONNEL FINDER WINDOW FOR SPECIAL tOkCiS 


'.|00 CHAPirs ^ .' iiM>iNG CHARAcrass witn rm cio 






ihac character ihe Enc)rlnp«Jij gives vou 
general mfurmanon and Iwckground ahoui 
a I'ha racier ["be Siarus bos however, give* 
mare up-io-ihc-minuic and precise mforma- 
iion Righi-click an a iluraacr lo bring up 
the menu (Fig. M’5). and click on blarus. 



RAture Sector wifKlow 


FtC. i 45 SV^TtM P»tNSU WINDOW 


I he Character ‘^iniui Window if ig 3 46' 
sbywi mfonnahofr about the char.iuer that 
mighi change over ihe course of i he game 


1 rj«at9mr Si«(tf» 




fS!^ 

A4A^«fl 


i dtb 

Miir 


t 

•»C4 PlTMTU 



ewoMCA 



ANng 

fi 


'a-fbefArtn# 

'X 

1 ii 


n ; 

1 

iMit Skywalvr 

ins DK'TT 

n 



NC 


*M>(y tarjfv 


jSjw.-irw'. ” - 

KtMkH CSfTftcrd 



R«m« 


P'' 

^ V* • M 

v»« •' 
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Below IS ihe inlormanon aboui each ch a rac- 
ier ihts wTven shows 

♦ XAMb' Charaner's name 

♦ COV1MANDIVG: Characters rurreni 
command rank Many charjit leis have the 
potennal foruunmai^, hui >ou musicxph* 
eidy assign ihc rank for ii lo be m effeu. 

♦ ATTACI M l> *Ihis U5 the character's Wa- 
iion, or. il en route , hi> dciunaiion 

♦ STATUS, Jells wlw her character IS a wan- 
ing i»ider>. on a mi>si(in, m tran.su , eu 

♦ FORCI RANKING Shows how well 
studied ihe chaoN ut is m che Force, 
if ui all 

♦ I'lFLOKUO'ftAUNG, ESPfONAOE 
KAUNCi GOMIUTICVTINO. LLADER' 
SHIP RATING' These raiings indicate 
how like!) a chaiacicr will be w succeed 
at varums mission iyf)e> Ratings range 
from 0 tChewhaccM (or example, has 
pt;u iicjlly no charKe ui success on a 
DiplomaUi. mission) lo 130 ormn 
higJwr lor very advanced characicrs 
Only very key diara\.t«rs begin the game 
wiih the highcsi ratings. 

♦ Ui/DGAPAIIJI HIES 

♦ Ship f)eM>vi *Troop Trainuig 

♦ Facilii) Design 

One ol the mis.si<Mi lype? is to pnutioie 
rvseareh and dov do praem < R^l Ihere 
are three areas ol [i^O ui ihc j^nie: Ship 
I )esign, Tioop Tnuiung, and Fad) ay Design 
I his sccilon ol ihc status ^ nxn shows 
which of iliese l<^?«cs if any the dtaiactpr 
hascxpoitis^; in If a dianitJer has a Ycs 
for Tn-K>p ( raining for e*uirrrple. \x>u 
could send him or Jicr on a niiMion [o 
promote research in that area Det<iils 
on R^D are brer m ihis chapter 
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♦ POSSIBLE COMMAND RANKS 
• Aiitiural • Crfncnil • Commander 
I he >tafus box indicaies il c c haracicrV 
poicntial totnmand ranJ< lo <K*ioaIK put 
the charatter m commar^d. n>;hi -.lick on 
the eharauer Command and ihcn 

I he dcMTcd Rank sub* men j option. 

MISSIONS 

Star Wars Rebellion hiis munv differcni 
type* ot mi«ions on whiih you can send 
your (.hjirai'icrs. You can K*tid >mfjc charac- 
ters or Spt'c l orcc unua on moMiuK, or you 
can pm ioj»» tlM*i a mission team reams can 
consist o) n Lonibinanon ol chnnKicrs and 
SpecForces. Id u^^(gn a team to a rniMiori. 
M'lec; each member i»f ihc icam ihold dvnui 
ihi CTRL key white vlnkmjO and then fob 
loss the commands Ue^^nbi'd below All 
team me rrk hers must be on du. same system 
or tleei licgm a mission ioi;i*iliei. 

The general procedure to Imiiuie a 
mission IS to right -click on a thiineieror 
team and »'ki i Mission. When you do this, 
the cursor changes to the ctos> hair, ihon 
select a target (or ilie im«ion The miw«ion 
inp^ct can be a sysiiiii. I'aiilny, charaucr^. 
bpet Force, fighter s<iuadnm or trooper reg- 
imecu, drivndmg on the ivfx* o\ mission 
.VO I / ; Vou aui crnf> strrd Miur «hai cKfeis 
\nw encmy-< crntro/lcd svsiem* c»n .speri/ic 
missioH). ^ vou diclr on an ir.vu/ui drsttmr- 
rioM, C-Jr(> ()» HfP-22 indtcrr!rv erwt 
mid rhe nirw returns ro normal. 

‘'ATicn vou H'Wet a valid target for a mis- 
‘^ion. the LreaU' Misskin window comcb up 
'VOTE: This dmtug hox only shows the 
mfs.siOK.s flVflilaWe/or rha< rhnmcicror 
3pec/ or<c/m rhnf rmgei, l ot example. 
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The desrinatlon for some 
missions Is the system the 
charnccers are currently on. 
However, if there are many 
other cha''acters filling up 
the Porsomel tab of the 
System Defense window, 
and you And It difficult to 
click on a blank space In 
the window, click on the 
window s title bar, or dick 
on the system's icon In that 
system's Sector window. 

if Kotliaii spies arc vHrricrl, Dip\oma<y. 
SalNitagc, etc. vvdl Not be ava/lah/c; mily 
t >pr<ma^r ill be a mission opdon .since 
fbarS rhe «inlv mhden fioihun spic.v arc 
able 10 p<*form. 

The Cmiic Mi>«aon window has iwo iah«i 
(Fig 3.471 t he upi«r leftmost wb sds ihy 
mission type Click <hi the anvjw below the 
box displaying ilic uir irmly selected misMotv 
This brings down tl»c drop-diiwn list ci avail- 
iihli' m lotions. 

Select ihc mission you wain your Agent 
U‘ perlunn Jiid dick on the chec kbox. Click 
on the X Ixi.v in cance. the misMon 

Decoys 

You uin assign decoys to rmssions to dryw 
aitemion away (n>m ifc personnel ptr- 
fornung ihe 'real" mission A decoy mu^l 
lie qualified to perform i he real mission 
(For example. Dothan spies cannot perf orm 
sabotage, so they cannot be decoys on 
Sabotage missions. However, they can 
perlorm espionage, so they L.in ht: decoys 


4 




Diplomacy 




M-»ln Create Misclon tab 
iers ttie mijslon ^pe. 


on [>pioiugc missions.) Decoys ure aiso 
TTi tt mbe I'S 0 f you r ml ssi u n team . y assign 
decoys, click on ihc Decoy talMo bring up 
I he screen shov-iMn l•l«. 3.4fl. Decoys must 
be selci'icU before you click oiiihc duxk- 
box to execute tfie order. 

Vo mniter whm the mission tyiw. tiecoy's 
succt‘s,s in dtvenirig attemion Iroiv ihe aa,znu 
depends on ilie decoys espionogr r;iiing. 
NOTE; .Sj’Kving as a dcfoy on a iuccc^^fut 
ntissioft liot'b not cnhcivcc a ctutractet'fi 

Detectors 

Before a mission can have a chance at suc- 
cess, team members tnusC snc-ik past enemy 
defcascjs, Any unii dtlendnig ;t systetn - - 
fighters, Lroops. and capital ships — has a 


chance at deccci In^ a ml^^ion team In this 
context, such units arc called detci'tors or 
f'oilcrs, Adding decoys u>your ml.s^ion icani 
helps your diances of gci.ing past these 
detectors. 

As soon as a non decoy icam member is 
detected, ihe mussinn is foliccj and Immedl- 
a Lely fails. Mcmhei^ of a foiled mission team 
may cl 1 her be killed, capinrc'd. or m timed 
to base Note that if a decoy n de reeled, the 
mlision is not amomaclcally toiled, 

(icnt rally a makes sense to keep your 
team jaze small' it’s easier kn two people to 
slifi past a guard unit ihan eigbi Ci)n the 
other hand, If your inis^sion is not detected 
by foiler.s. each team member uiaeases the 
chance thai the mission Mill succeed, :io vou 


Cfld( to drnp <1vwn 
mission list. 


Olspl^A Mrger 

or mission. 


Mission rype 
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OiKels mlulon ri»»lgnm«fii. 


Instru^tb 4igmt ro ca/ry 
out this mission. 

ErK>(lope(j|a entry 
f(M (nfMlon 


Brings up Tab lo a&sign 
agenre af>0 <1ecoys 

Clt.se huiron 


DfllCross • cllAntfR j fOJ* 



Select Mrsbon Ub 


The.se cbaracterb tue 
.'genrst they wtH perfofm 
the aemel ml&ston. 
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iuivt 10 babrn? iho fai iors when 
deciding hew many icjm iiH*mhors lo asAigjt 

InforiTiAnts 

Oi eas tonally you will leteive 
ihtortnaiion from mfsnmams on enemy Ky> 
lemb t hi^ Ick >ou know aboui whai^ Iwp 
peninK on a sy^iem. a I mini as if you had «m 
an Espionage mission ihetr. The difIcrenLe 
Is ihac ahen mlormams Mill provide incom- 
pleic mfcrmation aboiu a sysiem If \ou are 
lucky however. someUmes you will gel as 
tnurh information as an l:spK>nage mission 
w^Hild provide Infomianis arv morn uMumon 
in ^v^«U‘nK that are m a stale ol upnsng. 
Mission Types 

On the r»e\i [lage is a list of the mls^ion^ 
available K> you, the valid mission lar^'ls. 
and the situations in whk h you can carry 
I hem out. 
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If the conduis)n> r«|uired u> >ian a tni^ 
lion arc lost while die niissiv>n i> underway, 
the miviion will end Kor eKtmple, Diplomacy 
missKms can only be acm to a neuu’al or 
Iriendly sy sieni iliai l 5 nsic tn an uprising 
9 talc II iIk* Di^iloniaiy mt^tin is tindciway. and 
the system shoultl fall under enemy control 
or go into upnsing, the mission will end. 
R«scArcti And Development (R&D) 

These missions arc exiremd) d<*>mil>le If 
sui'ccssFul, they can lead to improved design 
«if cimsi ruction yards, for example, which 
ki you huild bcilitics ui less lime, RcjCtirdi* 
mg unpmved ship design helps slrenglhcn 
your fleets K«seairhmg troojw lets you train 
new ivpes of regiments with bcricr skills 
tiach lauliiy you amtrol conthbuics 
sightly 10 reswah m its ‘>wn area, so R< 5 £D 
happens as the game prx*grc*c‘<^, even if you 




CHek on »rrow to move 
S«lect 4<1 «g 4 nKin 
P«C 0 y eo^lmr» 



T— -5 


O'-.— - 

^ . 

i: 4 . 
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i 

• S s e » « ^ 

iff i i ^ 

1 X □ 


Decoy laO 


llih clurAcrec 4 t >(1 Speo<U 
Force UAli ire decoys. 


Okk on rAls Arrow re 
move selected decoys to 
Agent cotuniA. 











do noihing. However, rcbidts ate nuKh £»tcr 
tf you >end one of yiHir tharaaer-. twi an RftD 
mission W’hcn an missi<«i results m 


a new technolog); the messi^e droid will 
inform you and the new Ucilir)* <nr in>op or 
ship) will Ix' immcdiaiely accessible 


MiSbION 


Abduction 


AssAssInatlon 


Death Star 
Sabotage 


lAROr.T 


I nemy character on 
.1 system or Dee i. 
(character cannot be 
m hypcrsp*t:e ot 
captured. 


OlSi. RIPTION 


AriRiBni 

I'ST.iy 


fcnemy churacteron 
a '\siciii or llecl 
Ciiank'icr cannot ho 
m liypcrvpoitf nr be 
captured 


A Death Star with a 
known locaiTon fbe 
t>fiih Mar rarwoi be 
in h^perspa e and 
must be hnlu 


Your characters capture a spe Combat 

ciPk laijsct enemy character 

To win the game if you are 

playing the Ttopire, you miui 

capture Mon Muthma atxJ 

Luke S! ; walker IF you ate the 

Alliance, yxxi must capiure 

Danh Vader and Emperor 

Palpaiine. Note iFui characters 

can al>o be captured tf a tms* 

-.inn they are on w foiled or if 
they uy to Oee a blockaded 
^^l>lem. (Thit) mlasiOQ can 
be iMed to cttpiure n<>n vKioiy 
<.ondi(!Oh chuacters ) 

t Kal IS to injure or kill a urgti ComlwL 

Albancv ( har^xler. Only ihe 

Lmpire may pertomi ihi> 

mission Ooucanmn Mil 

pnmar>* chan*Liciv sxh as Luke 

Skywalker. hui injuring them 

nukes them «*.iMer to capture 5 

OtHv the Alliance may Combai and 

perform ihis mission Its sur- Espioruge 
ends in rhe desiruciion of 
ihe Death Star 




DIploiiMcy 




MrSSTON 


TARGrT 


NmiTBl system, or 
ooe allied with your 
!»de. that is not m an 
upnsmg 


DESCRIPTION 


Increase:! poputai s\xppon fer 
yourade pcs neurraj ^’acros. 
this xasf (or ma^' nci) lesoli m dM* 
S)apm enmiug over to your dde. 


ATTRlSliir 

tistn 


Diplomacy 


Espionage Any explored ssiaem. Gathers mlormaiion ub>.>ui a P.spionage 

II 3 miieiuo (o an eneesy 
or neutral system is stKcesslal, 

(he mfomution you see lioin ihe 
Manufacturing ami froduciicei 
and System Defense vuindows 
for that system u accurate. Tins 
*«iapdifrt' i>f ihe system can 
1 hangi* Perform a missl<»n (»i 
a >uu control, ami il 
helps delects enemy missions 
to that 5>'siem and enemy per* 
sonnel on blockading fleets 


FAcHIty Design Fnendly system that 
Reaearc h has a construe tion 
yard. 


Incite Uprising Lnem><omn'lltrd 
M_ sys.™ 

.^9 


C.onmbutea to Reseaich and 
Development for lurw facihty 
design. 


IfKiie^Whers on uprising on an 
cnemy-comrollcd sv’Stem 0.n 
cause a decrease in enemy^ 
lai <upp<in Incrca.scs bkelihood 
of enemy trooper regiments 
and I Ml hues being desiroyed 
during uprising lncrea.ses 
likelihood of injury fv>r enemy 
characters on system* irK reuses 
likelihood of any friendly 
captured characters escape. 


Must have 

Facility 

Design 

Research 

ahlhrjc 

leadership 


ILk ^ . 3SISS(ON TTflS 








1 \1lS.SfON 

TARGET 

IK.SCKIPTION 

ATTTUfit^^E 1 

i- . 



1 


|edl Training 





RccniHinent 



I rtendly system with 
i'on.e'iwarr characters 
and Luke or Vader 


Rec<^natesanc« 


Any sysicm not 
uridtTyi'urromrol 
(lan br rxplortd or 
unexplored) 


Any fncndly system 
Success of ihl** mis- 
sion depends in pan 
on bow strongly the 
system sjppona vour 
side 


This 15 a teaching mission Send 
Luke Skywalker or L^nh Vdder 
along wuh one or more Forre- 
aware characicns to mcrease the 
Toive in ihc HudenLs M the 
system where tnunutg is laking 
place Millers u hi)rnhaniment 
or an assault, the Jedl iVaining 
Mission wiH lail and be aborted 


Explores a system and reports 
on racUuics, rmluary units, 
resources, popular support, artd 
the Mdr ( hai coitiroU the svstem 
All information almut (he sys- 
tem i> reponed cMVpt f<ir the 
characters and Sped \>rc«*s pre 
sent. Inlormat ion displayed by 
the ManuUciunng window is 
not Ttveakd by Reconnaissarue 
nnsAons This ts ilv only misrton 
that esn go to an urcxplored sys* 
tern. Only Lot^robe Y-wmg 
Recon Teams and Imperial pnibc 
droids may perform this mis- 
sion. Ihe same info mutton K 
Tct’eaJcd, nrespeun'e ol petpu* 
bted Status of system. 


Only a majer character can pet- 
form this mi^on A successful 
missinrr results m a new* minor 
cluractcr bang added to y^ur 
side Can reemii multiple 
characters cm a sirtglc system 
by repeating this mission 


'Ihe Force 


VA 



Leadership 


ttissiOM Tm» / CM Arne ? 
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Subdue 


Uprising 
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SAboUge hnemy U iln>, c-apnul Desmn's an ertcmy facilu): capiul Combat and 
ship, lighu T hquail- ship. Aghier squadmn. iRup ii:g- espionage 

ron, in'opcr rcjymern, imeni, or ^pecForcc Anything 
or Sprcl orcr Inn dm cunhc luih inilw^pmc with 
cannot he in h>*per a manuluuuruig fat ilny can he 
space and must be vit>Hjgt'il. as long as ii is com' 
completed. picietl and not m h>pcrsimo 

You urget a I Vath ^ar \cuh dies 
mission, you must use a LVuih 
^ Saboc^ msAoa Houe\*er, 
the Empue can sahoo^ the 
AHumv luadquancrs 


ComKu 


Capnired character on Rescues a vharauer from an 
an enemy fket or sys* opponent 
lem. Character can- 
not ho m h>7>erspace 


Must have 
Ship Desijpi 
Research 
abiliry 


Frirndly S)'sicm in 
state of uprising 


If this mission suA.cceds. it 
lesuUs in suppressing an 
uprising, increasing popular 
suppon for that syittem. 


leadership 


Mast ha\Ti 
Tn>op Train* 
mg Rcr>canrh 
ability 


Troop Training 
Research 


Friendly system with 
fmop training facility 


Contributes to Resean'h and 
Development tor new triK»p 
types 


MISSION 

lARGtl 

DLSnUPTION 

ATTRIBUTE 




USED 


Ship Design 
Research 


Friendly system with 
a shipyard 


GuHnbuio to Research and 
Developineiu for new .^hip 
design 





CHECKING ON 
MISSION STATUS 

Onttf you send a tharaucr on a mi»ion, 
miMion icon jppear^ nm lo the s)>iem ol 
;he lat'gei mission (Fig. 3 40 1 


AJIunce or Irrp^rlAl Icon 

•o it'e lOMci right iM * 

pUuwt ndkJtn 4 mlisMh 
Is <n [vogrrM ch«re 

You c.m ciwi.^ <Mi a h) ilouKic- 

cljckiiig on ilii> icon, which bnni^^ up ihe 
Mjwion window iFig ^ 

\OTfi Anv //wf viiif send n ihaumet Iwm 
one svsfrm n* (rnofhrr /hfir U « pf» Irnl of 
dftU' whfft ih shuuiitet is In JivivKiit/cc. 
This dmf f4 rrinfnflv slunt If ihf thtntir/r/ 
(s (rtivriinx wiihm ci virar. Um^erfot jour* 
nrys hc/vvmi si cMiv Inu cun /cd i i ln 
tn h\pet\jHKf tn Hg. AM /n'<auv fhr 



nc. y«9 


sfor/ir'M rounding hr/ pidurc. Vnu f<m* 
not gne orUtTs to units in h)|M‘rs|w‘«'; ytm 
Mfus/ w<7<( imid ihfv rfjch ihtir drs/mrtlion. 

Righi vlick on 
the MKsion non 
10 bnng up ihe 

Mission moim 
;Kig '50) lUti 
menu ku you 
i.hcck on I he su- 
ms ill n mi*>sion, 

or give the order lo aix>ri or loruniue ibe 

mK'iion (i1 the iram nut in liypcrspacd 

You may wish to Alsorr a 
mluion if the mission 
persoivrv^l are urgently 
needed elsewhere. 



fic. }S0 


N«me of Mivviont Hmt 
mAy be nvre cMnone 
mluton on A given 
$y»(erri If rlisr'i (ti«CAse. 
you I b« ailc <e see o(h«r 
Mi»l0)i Icon* m fhrt col 
umn. Okk on Utb Iron to 
unnsun nie mh»lnnwe> 
tiRc in/orni«rlon oii the 
riglit Wie of Ihe weerv 



Taiget cf miMon 

Cfmk «n «iAiu» t^tni 
pnrfotmtng mlnW>. 

Check on lUiiA of 
rte^oy^, V eny 

SwAelrf berkgreenJ 
indkATcs chi'AmK Is h 
hyperspACe 


FKl 3 Si MISSION WINDOW 


CHICKIN6 ON HiSSSON SIMBS CUAPflft :> 
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Reporting 

When 3 character compieics a inissioii, be or 
«hr reports m lo you, C-3P0 wiJl report, for 
fnamplc One of our agemsis rcponingin ’ 
ur, ' f here a rms^age from N4i>irr Luke ' 

I he character fVfH)ri‘. liu* siiutss or failure 
cf a nus^iun II a mission ii moans 

ihc obicauc was met II the mission i> 

' toiled,' u means the team mcmben» were 
detected and were unable to auempi the 
mission If the mission ‘tails.' u means the 
Team got through but siiU couldn't meet the 
mlsmoiVs ohjcciivt;. Personnel on a loilcd 
mission a to scimonmes captured wounded 
or killed 

VOTF: Even ij a /oiled or faikti missioH 
/nr.s.sugr' tc'pims (hm agems /uiven't 
pciurnrd, pi couM turn out (hut (he' decoys 
hfivc nuuii' ii Ixirfe su)el\ 

For EhpiomaiK, Incite Uprising, hiibduc 
Uprising, and Research and Dcvelopmcm 
pmssuMis. (he character vsill funhermort ask 
wtM'iher >nu warn ihc mission toconunue 
I or example, PmuvKS I eiJ may rcjion ihac 
her diplomacy h\s me roast'd popular 
support, but (KH enough i<> ^w^^^ iho >)*4om 
to the Aliurtce i.52) 

At that point dick on the ihec kbox to 
continue the mission or the X button to 
■fibon Missions are not alway s successful the 
firsi ttprn*. liut jx'isoscrance frequently pays 
ol^. ChimKiers will iry io cimtmui' until the 
niisson IS 100 poiv eni ‘‘luxt's.srul. For 
Dtpkunaiy, this i“ uinil ibe syslem siipporis 
ycpursidc completely, I or R&h, ibi*^ l> uni 11 
all possible discoveries have been maile l*or 
Incite Upnsing. this is until the system has 
changed coniipl. For Subdue Uprising, this 
L« uniti the upnsing has ended 



V 



t*C^*W'^Mt<*Ml*'«**V** . . 


FIG 3S2 CKAMCriaSONOirtOMAIK: AND n&D 
MliStOHi ASK WHeTHtR TO COffTmi. 


SOTV: ij vou dtiiiV rani and ivsjwnd fc u 
mcisa^f 111 a (imeb /(Tshion. (he dmrpieter 
uu (orndtkuf I ye(9nr in lies (he mlssiop? loirl/ 
i( («in no longer f>e eomimie<l (for fxamplt'. 
4i ivsiem herome.s Id0;irr<rfir Mvid to 
ymir side). 

Retufnlng to Rase 
Each cluracier is attached to a sfiecific 
base system The location of thu system is 
ini|>ortam liccausc it is where rhe chai acter 
roiurii.^ if iho sysiom where (he mission 
lakes jilisee is no( friendly to your suir when 
the mission erul> df the s\ si cm where the 
miysion lakes place is InemlK to your side at 
the conclusion ol the mission . the members 
of the mission will remain on the svsiem 1 
To char^ a characters base, mow ihe char* 
actor there with the Move command (ngln- 
dlek on I lie characiei) Another uay in 
move a eharacier is to click on Confirmed 
Move, line brings up n wind ms ihai lells 
you ihe transit nine iin djy^* ii will uike for 
the character to resK'li Ins cle^Jiiulunj |u 
conlinn the mov'c click the chccknuirk lu 
cancel, click the X button AUernaiely. you 


ih'llO C^Artm ) . IC PORT IMG 


can move a charatiet by >imply dragging his 
icnn onto a destijiaiion sy'siem i>r Reel 



If you ch^ge rh€ base of 
important characters such as 
Luke and Mon Mothma. be 
sure that the new base sys^ 
rem la well 'defended, since 
Che Empire will II <eiy tiy to 
abduct those characters. 

A dy,mcicr rruiy also be seni on a mi»um 
fnjiTi A ship In rhut case, ihe ship is cunsidered 
tu bt' ihf I'liaracccrH base The c ha racier will 
silempl lo rciuni 10 ihc ship <u the dc6c ot 
his miSMcn, imk-.s,', ihc ship K in hypcrspacc. 
In this case, ihc characur will a icmpi in 
return to a iriendly sywcm nearrM U) wherr 
[he rm:^sion concluded. 



To save time spent traveling 
through hyperspace, station 
characters at a base In a 
sector where they are likely 
to perform their missions. 
For example, station Prirtccss 
Lela on art AHiartce system 
In a sector with multiple 
rtcutral systems, then send 
her on diplomacy missions 
to each neutral system Ih 
turn. This will save traveling 
time between missions. 


Troops and Fleets: 
Offense 

In Star Wars Rebellion, a fleet is an organ i- 
cation of capital ships arul the (ij^tei 
s( I Olid inns, iroop?. and icrsonnel on beard 
A Heel musi tonuln a miiumuin of one cap- 
ital ship. A lapiial diip s a large ship, usu- 
ally with some degree o weapons :>ystems 
Acapual ship can lre< 4 u-;nily tarry fighter 
squadrons tsmoUer ships ck^aigiK^ for«nnhai} 
and/or troops. Fighier squadrons and wops 
can only he part ol a (k;l lhai lus a cupual 
sliip wiilt space for them. The Lhcyvlopedw 
eniry for escit ca|iiial ship tells its carrying 
k 'A{uk uy. Fleets I ravel logeihev and can 
defend a sy>iein, aiiack u sysiem. or engage 
an uppoik'iiiN llttM III -ifvitv rkvtscati also 
be used lo transpuri tn.K>p>. Heei> can carry 
any number ol chankle's and Sped on.a>. 

Any lime a lleei is in orbit around & sys- 
tem , that system wil) have a Fleet icon in Uie 
upjwr nglu comer iFig. 3 53). Ocublc-dick 
on I he Icon lo hnng up the Fleet w'indow. 

— Oogl3le*m<1( cm fleet 1 u»n 
ro riM'! wIrMow 


ncLS.ss 



The Fleet window is shown in Hg. 3.54 
on ihc (oUowing page I he l leei window Ini^ 
two columns The lekmosi column c«hows 
the mdmdual flecis. or can be exparxlcd Lo 
!diow the ships in the fk«s. The r4^ii column 
sliow.'> I he derails of the elected tied or ship. 
In Fig. 3 54, note tiutyou can liav'c moie 
ihan one fleei ortuiing a giv^n system. 

1b bring u(i ihe column, wluch 

shows morf tleiails. single-t lick on a Peel 


Tioon A4IS fictn* ont«<sk . cmai ilK i 







8*lmftrffl 


; 


fleet n^tne 

Blue erx^ne 
ginw IrKlicdtcs 
fleet Is In 
hypetspAce, 

ltidi(^te« fleet 
hAS At (CA4I 
fttie flghter. 
IndicAccs fleet 
h&a At lM»e 
one troop. 

[ndlucef fleer 
IMS a( \t*ii 
one personiKl 
unit Assigned 
Tfl It. 


f\C. 3.54 atET WIKDOW 

■| he windoNv c'hdngi'8. ^hown in Fig. 3.?5. 

The rijjhi jiide itf ihc ric^t'i window givc^ 
dewili about lleei Lomenlfc, 

The ri^htmoi tulurmi tor uains four lah:^. 
One shows the eapluii ships in ihv licet, uru' 
sliows the tighter squadrons, oic show's iht 
waopf, arid nnc shows the personnel For 
fstmiplf. Imperial Fleet 5 lus two eapltal 
ships; a Wiforv Desrinyer and i Carrack 
light cruiser. 


You can ri 3 ht-click on a Ship 
icon and select Encyclopedia 
to learn more about It. 

Tlic kTontcnis ol the other three tubs 
for ihls fleet are shount in Fig. 1.55 In tlie 
fx.impjf* screenshots, the ngltt column tabs 
,‘iKow the coniPJiK Tor the cnlir: flcci. To 
analvze <\ fleet in great er detail, dcruble-dick 
on the Heel graphic, un the k'l*i 10 display ihe 




* 
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J 





j 


>-v 

«";a_ ■! 



Fleet conuu'ns oric 
flgpret bur has room 
for nvo. 


This area shows the 
acfuai fighters ihai 
are attached to the 
fleer 


Fleer cAniAlns one 
regimem. but Ivis 
rooiT) for two. 


Sfiuws troop* 
attached to the 
fleoT. 


Show* person iieJ 
asaigned to the fleet. 
Dftn'r tepger m righr* 
elide on the eharaeter 
aiKl select a lank 
from die Command 
auB*menu 1f you 
wApir Che dvtacfer 
to be ill coinmard. 


riC. 3.55 TAR5 FOR THE FLEET WINDOW CONTENTS 


H2. O'Arirrr i • tboups and rittfS' orrcNSt 



•V 







Victory ) 


%'ICtOrY 


1>w »^»w ihir bolh of 
ihr «M(e» rtM igliten In 
Ilia Hnei areon 
Hcja>y Dt M f u y u. 


0Mbl«><1Kk on * lt««i to 
'open It up' 4Hvt iec ii^ 
otpluJ sMpa brtoMr. 


ClIcK on A 5peOAc 
CdptU 4iip teeumine 
It In detail 


RC 3 S 6 1 > 1 L FL£iT WV 1 XW LUV YOU 
UUMMC SHIR Ih DCTAft 


^hips m vhai n«i Oh ihc Mi tolumn Nms 

you can smgk'Llk'k un 4 *4up i<i see ii5con« 
tents Ji.spUycO on the n]Jii. a'.ohown 
bclmk m Fi|5 J ^0 


Manula^tunng^ind Produ«i(on vuadoM 
3 ^7) Sclc4.i Build Irom ihe menu 
Anoihei >N.iy to Ikiild lOtnnMods 10 
yaur <hipyrmi> is u> njtlii'dkk un >i>ur a^ni 
and ckk ivi Build Ships. TSi' cui^rr changes 
10 larxetin); Hairs Lbck on a iksiiiuuon 
sysiem. Ohc s)np will he dcplr^ttl toj flcci 
m orbu about iM system ) kiicht r BuiU 
commaiKl binno up ibe Build SfteLluw win 
dow loT >hipN \ ^ 5H> \<M un vicct an 

existing i1e<i ii» ihc litrgci for bnildmi; a new 
ship. Thu It Wtrr khan Ituildiiw* 11 iu 9 S)s> 
km and ihcn mwitig k .dter ■ V 9 owbuucuni 
ScleU dk ihi|» ii> huild fioir tfu* drop- 
down [lit A» soon as )uu give the order 10 
build a m w capiuil .ship a ikw fUci \s 


R)^ 
ca<h hriT 
ro bring 
up«r«n,i 


RCb i (MUANk# A rAvi ami 


tBiieiiib VHir» CHAHEi i 




BUILOINO SHIPS 

fo huild a wapnal ship or Hj^ier, Imd .1 sys 
icm wiih an orhiul slupyard Righw lick on 
the Ship ConMniciiun atvA of ihe syviems 




6ui{iJ Selection 


BM Tane To ConwMion: Osy? 104 

BrtTme ToOeptoyment Deyr 0 


Number m build ,1{ 


M^lnrcnanec co&t 
R^nrtMi rracrr»al coftt 


OleK to iJuiKIthlp 

Bring up Sncrclopctftt 
enny ter ihip 


OjnenPy ship 


Qkk fo btl ng up 11 st cf 4hlp« 
(iom vAvcft 10 ciu»$e 

Oenuin dK ddy r^ik will 
Oecompicccd. 


Ackllbofval numUer of days 
unri unr Is fleployM go 
rlf»«f 1 ruinon sysrom. 


Numtor of units to Inrild 
oooMSCullvely 
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FK3. 3.59 SKIPS ARC ALWAYS A MLMBCKOf A riELT. 
EVCK IF THE SHIP S U'UDtRCCr^nUJCItOK 


es(jbli>h(*il in iirhii ;shi<ui I he system end 
lhai tillp i* il> only riK'inIvr \^'C Fig 
II yvLi buikl .1 li|;ltU“s(|ijadron, iKc umi 
is suuoncJ on ihc plain >uHaa' uni i1 you 
assign a lo a earner «.apiuil ^lnp. 

The Build Lunsinjcuon merui lor urbiul 
shipyards is the same as ihe one lor train 
r«*ilnifs and consmicoon yards. In addition 
lo jy.li lug a Build i'ommai3d. ymi ean use 
I his menu lo 

♦ ^ lOI’: Slop coMhiri.cn on of curt cm .ship, 
ULbU\.AHON. SI ihe dcsitmiinn for 
ship being conyruclcil 
RENAMb Change I he mine of iHp diip 
The delault name is ihc lype o( ship To I > 
lowed bv a nuinbei N^xe ihtU this ts ihc 
only menu option that isn't available 
under Facdiiics Under Construciian or 
TftHsps tn Training 


I 14 CMArrEK 3 . ftuiioiiic »Btrs 
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♦ bNCYClOrEDW. linrift^upihc sckcltrti 
ShipV enir> in the Oalmiir rnc)'clopedici 
only \ hc ^h»p is m ihf pnxe^ ofbcmj; 
bulk, Olhir^visc, ii displays ihc seems 
entry 

♦ STATUS* Siuiu'> j>f aiTitni ships coiisiriiC' 
lion, if any Ihis u lK when i he proicti 
ss')IM>c complrieiJ 

♦ m.SRRVED: rievems your agem Irom 
using th.li shipyani lor any of ns auio- 
maied managemeni lunciions li may. 
hv.>wt'vrr, sill] use lhai shipyard when >*ou 
selca Ikold Ships Jrom ihc Ageni menu. 

The Ship's Menu and SUtas 

W^en th«* ^hlp or fighicr is buih, >*ou 
can access its m^rui by right-choking on n 
(see Fig. 5.6d). 

You cart Move a ship, or click on Cwi- 
finned Move. This bnngs up a window ihal 
cells you ihe iransu nme un day-s' ii will cake 
for the ship 10 reach its dcslinaiion. To con- 


firm the RU'vc. click ihc checkmark, io tan- 
04*1. click the X buiion You can check ihe 
>ialus or Encyclopedia eniry for ships, as 
you i*.in for other units in ihe game. 

I he Staiu^ menu option is paoicuUrly 
helpful lor >111 ip^. hxause il a ship is damaged 
u gives you coin|)lcic mfomiauon on eac h 
ship systems lull t^juaiy and current value. 
Fig. 3.61 shows ihe sums of a fully opera* 
ilonal Carrack ligl» crui«r. Note ihai die 
lop Items on the lisl ?»ln>w status \*alues 
similar to what you would see for other 
umis in the game, such as ihe ships status 
and mainicnancc cxKt, I his li^^i comimws 
lo give del ails on the ships' uipaciiy and 
wcaponsi svsiem.s. sinular to whal you would 
sec iQ the I nc yclopcdia entry: 

The second scxeenshoi i.Fig 3 62). a 
damaged ship. The jaaius in ihis case, suoDcd 
down CO ^lou values for vime the weapons 
sy^lcms. let you pinpoini exactly where ihe 
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HC. 3.60 ACCL&S A SHirS MCNU BY MOTT-CUCKJNC ON IT. 


m SHir's wtoii an 6 hiatus .' CH*«rr» J 






CapiKt Ship Slni'if 


■ MW 4 ar«ri:e CoA 34 
/CmkIv 

rH^«ar S^jiiikor.f' 0 

'IxrtwUM 
Fi()<itar $«ja(irara n 
Tr«f«r K» 9 l«fi 9 n>' Q 
Wfi* 0 

'^VupUtffKpM roe 


Csrracb UyM 
Ciuiaor t 


wxw 


6 &W 

iiavoiA 1000 / 

O«Ti« 0 » CarVui 


Csphal Ship Stahia 


Vue v«« 

MyiMr »I 4 P«r« S 010 

i 0 Cn> 1 ClXi 

C«T 49 « <^orarei 
R««\l S 

<Mid Rccherw 
««e: 

vlirnr-jn S^**d 
Vr« 9 h 2 CO 

tract? BaaiiP^p'l t 
SJU-LiyN ensT# 

6 6 

M(lr»^Jr«»b«y '2 

C«t 4 CtCirRfllinp 20 


.ww 


Carrack Uyh< 
Cmia 9 t 1 


v'sX'WV 


The iltst ikumb«r 
me current vrflue. the 
second is the 
rriA^lmom possible 
For this ship. 


nC i,62 STATUS FOR A DAMAGED CAPITAL SHIP 
H6 CMAPrER 3 THt SHIP S (wrNU AM1> STATUS 


ship is damaged. I'hca' a a iwn -numbeTS nicer 
lilt' \alucs fax the tblluwiag weupons systems: 

♦ I l^'?ERDRI^'E 

♦ I lull 

♦ UAMACF CONTROL 

♦ bHlLl.ORTCHARC.E 

♦ MAXIMUM SniRLDSTRENOni 

♦ TRACrOR lil*AM POWER 

♦ SUBLIUH'I lAGINFi 
WEAPON KI'CIIARCE 


In each case the first number h li^e cur- 
RTit level, and the sccoiid luimbcr i> the ship's 
Lripadiy In Fig. '^. 61 , )ou can tell the shield 
lechar^’e sy^item has been danuged, since the 
current rate is 8 fiui the maximum rate is U> 
The Suit us Window lor capital ships packb 
a lot of information. You can scroll down to 
see ratings tor the ship* maneuverability, 
deicction (how well ii tidects enemy miRsiona). 
and Ks bombardment modifier t winch 


no, 3 A I STATU S FOIL A HJLLY OPF RATION AL C API TA L SH 1 P 


Picture of tfilp 


N«m« of Atilp 

View EncydopedlA 
entry for cNs $tilp. 

Close Status wln<lr>w. 


Fleet to whicb ship Is 
rurrently ^»l}{iieii 

^ilp s sreriM 
Ship's ITlAllTWIAriM Cf)K 
Ship s capacity for 
tighrers and ticcps 

righceis diKi ac«p6 
rurrently eiiilMrked 

Ajiy personnel or boerel 
Wheiliej ship IS 
d(uniij(eci 








shows how mui h plumage n mfhns during 
a bombardmeni) I he buius window alw 
shows w'Cflpotiv art ranngs for rach wrapon 
rype— turbo biser ion cannon, unj laser 
camum— and lor each ptiAsible weapon 
siaiion— forward, aft. starlwni. and port 
l ighter squadrons are nuilf up of 12 
fighters A ‘damaged’ Figliier icon aciually 
mcltcates lc« sta^f^g^lIr^^ Ri*^i-click on a 
damaged lighter and scitn i Siaits lo see i he 
number cf fighters n has remammg 
To Ircc up mamiennnu tapaciiy sc i<ip 
ships as you would other units Like fleets, 
the game lei> you rename capital ships uhe 
default names are made up of ilv ship type 
followed by a number> 

DAMAGED SHIPS 

A ship may become damaged cii.icr in ilinxi 



battle or because of plan • 
clary Ikiuenes bring ftont .1 
sysicmV sAjrlace Damage 11 
shi|>s are irul^ared by hum 
marks as shown herv 3 63 

(I ig 3.63'J A damaged 
ship will always try to repair Uself To speed 
repairs, station the ship n orini around a 
system wiih an orbital slupyarJ Ships do 
not get repaired while m hy perspacc 

CAPITAL SHIPS AND 
STARfflGHTERS 

The lollowmgis a lisi wiih descriptions oi 
.^lar Wars Rebellion^ capiul sht)>s and 
lighters. Note that you cani build all these 
ships at the beginning of a game. $hip 
Design Ro«*ao.h missions help you learn 
how to build belter ships 




SHtPNAMi 

WriniRb 
Ji Can Carry 

TROOPS 
It C-an C4rr>^ 

NOTPS 
Aheuti ibe Shin 

Ani*vic« Ships: 

M fiance Dreaciuuglu 

1 

2 

‘>U>w rmd heavy 

Alliance Escor Carrier 

6 

0 


Assauli Fngpk 

0 

0 

Key .\lUance 

A-w ing 

0 

0 

w'ardnp 

Fighter 

Bulk Cruiser 

0 

0 

Mainstay ship of 

Hulk Ti^uispon 

0 

6 

Allunce ilects 

Buhvaik Battlecruiser 

10 

4 

Ideal for large- 



scale operations 

bAWActp siir$ ' ciiAJ'ria i 1 1? 






NDrrs 


bCviC»i 


TROOPS 
h Qan CArry Aboul ihc SW, 


S mP IMAGE SHIP NAME 


AtIUnce Ships 


I 18 LHAI'TCR 3 ; CArilAl &BIPS A*>0 llAtllGintS 


Mid'flz^d capitid 
<hi|) 

I HM and deadly 


One oi ihe mosi 
advanced war^hipt; 


Ke liable in battle 
bui difTiculi to 
repair 

Effective aRTiin^l 
fighters 

Fi^er 

Fighter 


Nebxik^i'C Prigtfe 2 

\-wng 0 

Ywmg 0 


Carries graviiy 
genmiors, 
which prevent 
opposing ^>ps 
from withdraw' 
ingircitT) abaule. 


CC-y600 I rifiaie 0 

I oreUian C.on*eut 0 


g 

CC-7700 Fngaic 


Corellian Gun«hip 


IlNrutt>r Crui^vr 
Medium Transport 
Mon ( iibman Cruiser 









TROOPS 


NOTES 


C wrack Crutsvr 


» * . 

; '.X.v'V. ; . V \ 






SI UP IM ACiE SH IP N AM I* 


Empire Ships: 


Assault Tnifwiiori 


Death biar 


Oa]]c<H\ 

Ini penal Drcadn aught 
Imperud liw’on Carrier 
Imperial U Sesr Destryycr 
Imperial Star Destroyer 
InierdicTOT Cralser 
llh UyinbcT 
I IE Dd'endcf 
TIE Fighter 
TIE Interceptor 
Lunm Pngau 


btar Galleon 


■Vfery fast 


See section on 
Death Star later 


No guns 
Slow tmd fiewvy 
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0 
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N/A 

N/A 

Fighter 

N/A 

N/A 

Fighter 

N/A 

N/A 

fighter 

N/A 

N/A 

fighier 

0 

0 

Designed Lo 
wiihsLand R 
lighteis. 
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Empire Ships 


Sur Destroyer 


V'jiiiify Mar IWinycr 


u, fl^rv■ JJ Mar OtStrnvi't 


NOTTS 
Abort I the bbl 
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S U1 P IMA GE SHIP NAM T 


r asy to mass- 
produce 


REARRANGING FLEETS 

I’m I mg together elkuivt Hu k k anunponmu 
.'f Star ■\\'aj'S UebdhonV )',ameplay. U 
you re huililing a IlccL w lake over neutral 
sysLctns. you'll include $hip> ihai om be>m* 
hard any pi an nary defenses, aiui enough 
troops to e^Labll'ih a gamson, neuuul 
‘ysteiTis tkui i liavo defensive fleets or i roups, 
so you won't need Hghtcr.i oi exDU olkn>i\'e 
troops. On die other hand, if youT-c going 
alter one ot your upponeni s systems you 
wuuld need a more heavily-aritu'd fleet 
An open rieei display is good hoiH for 
mspei.ting Ihris irn*l reaiTaiigmg dieir urn- 
rents To mow sl''p^ o: troops from one 
fleet CO another, sunjily drag the item to 
1 hen* new desunuiiuMs Double-click on the 
yinarioit fleet to see iHc updates It you 
move all the ships out of a Hcet the fleet is 
auto null I rally disbanded 

Right -dick on a ship to bring up Its 
menu. If ereaie a new fleet with flu* select- 
ed ship il> fuly member, sclcu Create 
Fleet. To treaie ii larger fleet, select muliipU* 


ships by holding dovvn nio CTRL l<cy while 
diokmg and then ngbl-dick on one of the 
s«'lri'n’fl ships and select Creaie Tleei. 

TRANSPORT SHIPS 

bhips Unu can iuxns|x>rt troops aiv usdul 
ill otlerblve I'krt^ Tioop^ can engage any 
enemy troops that may he on die sysum. 
and esuiblish a gamsc'in to liold the system 
on your side. 

Tianspon ships urn aNo carry noops to 
eM.ihlish gain sons on unpopulated systems. 
')o do lb I*', move the fleet ui orbii about the 
sysiem Wficn n arrlws, open the IVoop loh 
of the rievi s^'indov., select the troops, then 
move them onto ibo system cither by drag- 
ging them or issuing ii right -click menu Move 
i-ommand llie troup> will tsiahllsh the gar- 
rison and the systtiii natm' will immediately 
thangi* to your color Inditaimg you nan 
begin building bcilities there LninhahUed 
systems do not have a garrison roi{Uircmeni 
as siith, hui you need co have at least oru' 
trooper regiment on iliein to comrol them. 
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COMMAND PERSONNEL 
AND SPECIAL FORCES 

I'let'b and ^hips pertaiin beicer when ihcy 
arc cutTUTundcd hy a'impeienc charactci-is, 
To move a tharacicr onto a fleet, nglu-diLk 
on ihc charaucr, ar>J sAcci ihe rank from 
the Ciommarvd mcmi Adinirak impviwc ihc 
fleet j? ovcwll pertormimee n f)aukv Crm»rt\an 
deift enhance the dkcuscticss af fi|'hier«i m 
ihe i act teal game. General impnivc ifkc abil 
iile^ nf troop.'? to lake con.rd ul u 
ifirongh planetar)' assault 

FLEET COMMANDS 

k:«uc commands lo llceis by n^hi ■ die king 
on the Fleet kon. This brings up the TIcti 
menu (Hg. V64). 

Hie menu indudei?: 


Althouglt you cannot send fleets on 
Reconnaissance missions per se. a llccL can 
explore an ure\plored system When you 
move a tlcei to such a system, when the 
fleet arrives you learn tin* same inl'oTmation 
about the system that you do from a Re con 
mi»kon You will see whether ii is poinilatcd, 
if bo, who commk the system and what its 
loyalties ate In fact, you learn ull of the 
informal irn about the system cxtvpt >iny 
chariiciers or ^^xicForccs tluu miiy be [m'sem 
and info rmaii on concerning auTent 
mamitacuinng 

The atlvatUage learning about >y stems 
this way is ihat d your Heci contains a troop 
iranspon you can iinmetJiaidy daim the 
planet. Also, tmliUe Kecon missions, the 
fleet won't turn around and cottu back urici 
it reiidies a system. It will stay dierc uriiil you 
move ii. perhaps to tlic next vrtesplored 
system in ihai sector. The disadvanuige is 
that it u turn> out ihc system is controlled 
hy ycur uppotteru, your htrle transport Heel 
may suddenly iind iiself engaged by & possi- 
bly .stronger fleet. 


You c«?n stAtlon personnel 
on A fleet, so one strategy 
for cxplorMlon might be to 
base a Longprobe or Imperial 
probe droid on a fleet, move 
the entire fleet out to an 
unexplored Rim sector, and 
then send the SpecForce 
unit on Recon missions 
from there. 


MCi. JM >LLU MtNU 

♦ MOY*E. Moves a fleet to i\ dilkrcni dcsil 
nation. Wlicn you select this opUmi, ihr 
cursor changes to ltir>>eun)i crojs Imirs 
t Tick on r he dcsimacion system ur prc'?'* 
die 1' SC key to cancel The flett imnie- 
diaitTy goes into livpci space lo reach its 
dcstiniilioM 

NOTE; Any time’ a Jlt’ci. or u ship within 
Cl /feet, is in IjypmpcKC, il cannot 
receive orders. Fleets in hypcrspace emit 


^ , 



1 Mu.b 

' T ConKfmcdMvvB 

r ArQC> MllMiirv radllUe* 1 UoMihtfi^nteni . 

1 Hrgei Clvillftfi f ncIlWca ; ^antiary ^«lAull 
U6«ei9l Bomb erd Pont 1 haniffic 

’ KricvridnedlM 


Sl9(ue :l 

««»P 1 



COMMAND rfKSONNtL AND 8PICIAL tOBCfS . CHATTER 9 l2l 




09 


hlut' engine in rhi'jr iions in (h« 
Heel window (Fi^. J.65). 

U you mov< a 'hip onio a Jlfci m a dif* 
[freni setiar, ihai *^ip will immediaicly 
be considered a member o the fWci bui 
will snll he m hyper>piicc for several 
<h\ys until ii arrives 



PIC. 3.A5 SHIPS FlUTS N HYPCRSrACe 
IMTF »LUe SniAMS 


♦ COM IRMED MOV 1/ I his is another 
way lo imnr a fleet. This uplion brings 
up a window ihai tells you the tfiinsii 
time Un days) ii will take k>r the deii io 
reach its dcstiniHion To ccnlirm die 
move, dick the ihi\ kniark. To cancel, 
click the X button 

♦ PIANETAirt BOMiUKDKfENT The 
Pl<iiinar\ Bomba tdxm rii sub menu 
hx’cotnes available when youi fleet is m 
orbit around an enemy or ncuiral 
bvsit'fn If vou bombard a system that 
has defensive batteries, they will fire ai 
your ships in orlnt possibly causing 


m 
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serioud <lamag> {Exrcpnon* The planei* 
based ion lannon, <DY-150, does no 
physical damage. I( n'lbs energy trcira an 
anacking vessel, prrvcming u horn being 
able lo bombard the >y->iem dunng 
I ho aitack.l 

If a ^y.^iem has one or more planetary' 
shields I he attacking ships mu.'i firiu 
blasi ihnmgh die shicldis^ hich ship's 
Bombardment Modifier vshuwn in ihe 
ships suiusl IS eomhmed and pined 
agiimt the ^ilueld's defensive sirenglh. 
Any bombimlnieni firepower that gets 
past the shield i> used against troops 
and faciluies on the gnmnd After bom- 
iMnImem, a window will display the 
boin.ihTdincmeflecls I he f< blowing 
options ap]icar under the Flaneiary 
Ikmilxinlnieiu suh*menu 

• Target M Hilary Faeilldes: Lse your 
ships’ tirepviwrr lo dc^uroy defensive 
shicldf and haiiertes. Bomliardmem i> noi 
100 penem ai\upate^ai:geang nuluary 
faciltucs may cause i olbioial damage 

• Target Civilian I aril ides: Use your 
s|n|>s lirepower to desiro) nmvmihwry 
lucihiies such asconstrucUon yards and 
reliru'nes. DtstroyL^ uvtlian lai iliiics 
huru> luyuliy 

• General Ikimbardincni: Lse your 
ships* hrepciwer ui uidiscnnunately 
aiiack the pUinM surface 

• Destroy byslem Tlii'; opdon is only 
available d you arv the F.mpire and have 
I he Death Star m wuf fleet 
PlANETAlTi A^)S.-^1I I Click here and 
the troops on your fleei will land on ihe 
svsaein. engage any giuund defenv irivips, 
anti aliempi to e.nablish a gjirrison, If 


sua«sful. your j.ide comroU ihe sysicm. 
Any um« a llcci attcmpi^ to likK ov*<rT a 
sy^iem by plant ury sis.'^uli, iht* A'^sauU 
Sumnur>' wiDtiuw lomes up (fig. ^ 66) 
XOTf ' THis MinJtm' j/sn i> as 

a mcs^agr when vouf opfHuienl 
(U)f oj v(>Mi jiVUi’^ns. 

Hus Jkrccn pvifs a gctieral Ue^cnpuon 
o( ih« assault If you warn lo sec in 
detail how iMch Mdc fared iii ihc assault 
^onlroniauon, click on lUe Imperial 
Foitvfi or AlliarKC l*oices hull on T hai 
bniigs up a ilainagc summaiy (F ig 1 67) 

The u»bs show how ntuch damage 
your (or > our opponems) side look dur- 
ing the assauli. In lug 3 67, you can H'e 
which uoopers are soil operational Jind 
which were destroyed The oihcr labs 
summarize damage forcapiiaf ships, 
lighters, mamdauunngand dcfcnaivc 
lacilriies, and personnel. 

Planciary shields t..m prefect a system 
Ifom p)aneiar>' as»auii and br>mh.mJnieni 
il you ar« in ori>n aixjve an enemy or 
neuital sysiem, have mxjps m your llc»n. 
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and rlus option grayed call, u means 
ai least two planetary shields arc defend' 
mg I lie systcra Vou need to dcsiroy the 
shields— through bomhjrdmeiu or 
sihoiage— liefore you can assault. 

♦ RENAMt:: Cliarig? ihc name of die llect. 
The default names ol Deet I, Meci 2. 
etc. are not very meaningful. Try new 
names such as Tiansport 13uiy 1 or 
ConiscaiU Aiiack Fleet. 

♦ ENCALLOPEOIA ISnngs up Ihc oncry 
for ihe fleet. 



Description ajki 
ouROfne ol AMduH 
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Close iA<jn<fow 

StemThuy (iMi screen) 
ImporLdl fceces 
AliWtnce ForcH 
Ge lo system. 
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WHEN FLEETS MEET 

Whenever your fleet mrels aninhei fleet m 
orbii abuui a ^y^tem, the two fccts engahJf 
in bauU. Sbip-to-^hip en^aBetm*nt« ayc 
I i'vcred in tleuiil in Chapter 4 

PLANETARY BLOCKADES 

Any lime a fleei is> Iti orbic above un rnemy or 
neuiral sy«em, ihiu fleet automatiuHy vi^ 
up s blockade. A >y&ietn under blot ka dr hw 
diffit'ulty movnn« un ns on or oil' the &>>U‘m 
lrt>up'< actempunft lo n'lovc may be killt'tl; 
personnel trying to oix>s?5 the blockade may 
be mi u red killed, or captured Howe\'er, ion 
cannons or a system allow unil^ to ino%'e 
through the blockade 

THE DEATH STAR 

If you are playing the side ol the Galactic 
1 an pile, one ol ihe ship ry'pes available lo you 
lb the dreaded Death Star. The Death Star 
take?- mnnense rebouae^* and a long time 10 
deploy. Clearly thai i>n't a project to be umler- 
caken ligluly or early in tlic game Althougit 
the DciUh Star is most notorious for us ability 
to destroy a planet, with ib irnmcn.se carry'ing 
capacity and firepower u may he moic uschil 
>iraiegically to s-tmtigthcn your olfensivc fleet 
and bombard planets In prepa.'iuion for a 
planeiary assault Alter ;ill, a system desittvyed 
is a sysiUnn unavailable for conquest. 

‘file iVaih Scar w'orks be«i as a threat 
Merely having u available iru'rca.ses the d'lec* 
tlvciitf>^ ol giitrlsons m preveni mg uprisings. 
However, when you use u to dcsivoy a star 
system, your popular support dearase.s a 
great deal acro?s ihc galaxy oave iliis as a 
last icsort for dealing with heavily-dc fended 
Alliance stronglioUb 


if you arc playing the l^hrl Alliance there 
IS no wyy to protect a system frxnn a Death 
btar attack. You can attempt to destroy the 
Death biar wiih Death Mar babul ngc mis. 
Sion. Mtemauly, in laciical battles liglurrs 
can make a 'Death ^lav run" to try to blow 
up ihc mighty w'eupon. 

If you arc playing die fimpire, the only 
way to protect a Death SUir from attack by 
A) I lilt ICC shlp.s and Hghiers is to build Dead) 
biar ^hlflds oiuhe system where the Death 
Mar is located. The only way for the 
Alliance to destroy the Detilli Siar protected 
l5y a Dealt I Sur shield is with a Death Star 
Sabotage mission 

WAVS TO LOCATE FLEETS 

Aside Itom the Fleet icons in the Sen or win- 
dow; there are iwo ways to locate Heel' fHie is 
to use the GalaUic Information Ihsplay Click 
on the Galactic Information Display uinirol 
ynd select the Heels ^uh-menu then duk 
CHI Idle Fleets or l leeis En Route. \ow ihc 
>i:e of the .nar icon shows how many fled 5 
are j-taiioncd on or en tniu* 10 each system 
'Ibc 01 her way to locate fleds is 10 use tl'K 
Flea 1 imlcr (Fig. ^ 6H and Single- 
dick on the Hect Piiulcr comrol la bring 
up the Flea 1 1 ruler dialog box Uig 3 Vflj. 
Hnrcr tlw name of ihe fleet to locate ii. or 
down the list uruJ select a flea. ‘J'abb lei 
you !>e«irdt thfougli a li*«i of all fleets, Alliance 
fleets, or Imperial fleets lo o(icn up the Meet 
window for the selected lleci, click on die 
Display bull on. or double* click on the fleet 
Ose this s-tme window to bcarrh for a 
specific ship. Click on the Ship I'indor but- 
ion to bring up the Sh.p Finder ^cuurol 
vfng ^ 72), which wnrk^ the same a?- liu' 
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Pim FintJcrconirol Lhck on ihc H«l 
Finder buuon lo ssvilth hack Chtk i>n ilv 
Close huiionir you Jo?i1 ss^m lo btin^ up 
d w^nduw for a >pcc ihc sKtp or ilcei 


usint; g.irnvms. lighters, pbiwury bjueno^ 
nnJ shields. <ioui>lm^ y^our Herts .is dciifa«ne 
IroTH liJitfsmi'n, iimu ipaimu .macki. and pm« 
iCk ling key sysums and >cc(nr5 

Aci K'is >' ou r dc ferui ^ n Vm 

ass<(.« VIA the Sy^nn Oi‘ttn 
<i'a window hy daublr 
vlivkirig on the Defense 
Kon shown m the low or 
1e(lo1 Fig .171. 


Defense 

As youj (Sphere of influence ginwn, iia impov 
lani noi ig li'jvr systems uinuoffed by your 
side under-di' (ended. *1 his *weuon disuL'^'V all 
aspeus III delen^' in Star Wars RehcIIioii 


ric 3 r I A SY^ruM in 

A SEaOR WINDOW 


n«el nnder 


n&346 FUEinNDEftrOKTHCtMnltt 


FIMI HnOc* 


fKi 3 atET rTMXa fOR THF. AUIANCE 


Erwer (1««t ro gp 
rlHKtfy «« ttMr Acc< 


0 (Ke R««i Rnrtef 

WllKlOW, 


Open rin* wmoow 

«ncf SKiur wlndnw 
fOi lelKml Arei 


\Aew IlM iM 

AflUiKe 


SwIreA ig Ship rkWer 


Wcwh»ce< 
Imperial fleCK. 


Switch bMJi re 
nnev nnder hum 
snip Flmler 


IfO 3/0 FLEET FINDER WINDOW 
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Fxg 3 73 ^tiows ihc S)'sicm Dcfon^efi 
window. 

You can deienci a system at sc;veriil differ- 
cni lc\ek. You can pr\'ven» an opposing 
dcel I rum inmatmg a blockade wnh snung 
detent dccH (if you liavc iIhtO ov fighter 


squadrons on fhe system. Use ptanciary 
hauenes lo fire at enemy ships shields 10 
protect yovir planets from bombardnieni, 
and troops to prevem assault Missions offer 
yovir opponent m aliernanve way to attack 
ih rough .sabotage, so its also a good polity 



Clone Ship fir>der 
wln<low. 


Swiech bock i9 
n®er Finder. 





Scctur window 
for Thl« ftyfltcm'a >cclOT. 

P^MonncI wb shows cMr* 
actors «nd Sp«elal Fore«4 
on the sysenv 

Troops Mb .ihoivs croopdt 
regiments oo rhe ftyattnn 
well g^rhson 
rcqulienienrs, II ^ny, 

rignccT tdb shows 
sMtionod or tlie system. 

hleretdiy Shield lAb 
shows pJarctdiy shields 
proceertng the system. 
pi^netAry Badery Idb 
SliOwS plATietisry bartcries 
pfotecflng the system. 
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la have Cijpiial slups, figbcar s<iu;Kiains, 
and ta»oper regiments in if>c i)'siem (prefer- 
ably commanded by charauerb) lo foil 
enemy missions 

In the game, aiiack strength la inca>urtd 
by firepower. Delensive game ceniponerus 
are measured by how' wclhliey ean with- 
stand attack. 'Ihc Encyclopedia entry for 
each component gives Its defensive rating. 
Differem components proirci agtunst ddi'erent 
types ol iiuacks. Far example, ganisoncd 
iroopb on the s>*sfem can tlo liulc again sr 
orbital bombard mem except duck and run 
for cover. 

A planetary homhardmem can dam^ige 
t'aaliucs. Pach Aklljiy has its awn deivnse 
suengih. A construction yard, for example, 
has a bombardmem defense value ol d. 


GARRISONS 

A garrison is an cstaJdisfittl milicaiy 
presence cn a system. It is made up of ihe 
treop or iwops suit lo ned on the system sup 
face. Typical troops you would use ai ifie 
beginning of ihe giime lor garrlsoi«4 are Army 
Rcgimcm and I'leei Regiment (A lutue), 
and Army Regiment and Smmnrooper 
Regiment (Empire'' 

Yt)ur opponent may try lotaka over a 
syslcm by staging a planetary assault. If so, 
the iroops in your giimson will engage 
those troops to fight them oil F.ictons in 
deciding the ouicume of such engagemerns 
include the number ol trooper regiments on 
each side, ihv leuderslup rating of ihe gener- 
al in comm a ml. and the relative si rengihs 
and defenses ol the troops. t.SiornUruopers. 
for cx^i tuple, ate stronger ilian Albuicc 
Army Ke^imenis.) 
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Study the attack and 
defense ratings for your 
trooper regiments and 
you'll likely find each troop 
type has a best role." 


If ii system you control dnev noi strongly 
suppon your Mde, n may fiavc certain ganl 
son n\{Uirerncnts. Tims is ihc minimum 
number ol troops you lued on that system 
to prevent an uprising. If you Ivivc traa|>t'P 
regime Ills on a system, but Icwer than the 
number Tcqun Old. ilu- >ystcm will go into 
uprising Wltile ii system is m uprising, i\s 
gaiTLson requirement donblw. If the system 
requires iron per regiments and you don't 
[TTovlde <iny you will lose camm) ol the system. 

In 3 7H. Endor ha^i ii ^urhsun 
requirvtiMtm ol two. whidi is being mci by 
iwi) Alliance AiTtiy Rcgiinciits 






\'0n : K<7U0vjH;k; from a sysU'm fhat 

is not s/KMtfi/v loyu! io yovr s;<fr can u tui 
tiun system ritu> Mfjnsmp t)rpu^h /I Intel 
mujinlfiv 

THE MANAGE 
GARRISONS OPTION 

Your n«etu drcid (C ^PO or 1M*’*22) v/ill 
be luppy in rtwna^^' your j^amsoTis for you 
RigliK'lkk on the dmid to brin^ u[> us me mi 
and seWk.1 Maixage Garrhonb. .'bo agent will 
build troops 10 systems in upnsing first Then 
Ik will place m least one I'egimeni on each 
syMcm you connol Mure regimen b will be 
added if necessary to mam lain control. Your 
agenl will try to provide a stronger defense on 
systems that have manufacturing tacUilic^. 
The kiaenson inanager will not -emove excess 
iroops Irom a system. 

NOTE: The ^tinjscm imfiirtger nicris 
rcnfuiremcnts /n hifiMinj- frnops, nof hy 
moving exfsimg ones. 


♦ 01 LUNATION' Set tlvc cle^inauon lor 
the irnopcT regimem being trained. 

♦ ESCVGLOri'blA. Bnngtip Troops only 
if surneihmg is being built; brrng.^ up 
planet ern ry w'hen idle. 
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wrm attcaininCi PAainv. 


BUILDING TROOPS 

mnningbcilincs binkl iroops ihe '^mc w-ay 
coTbtrucuon yards build facilmes. Open the 
Manufacnmngancl Produaion wuadow of a 
system wnh a tmining yard and right-ciifk on 
ihe Iroops In Training seuion tFig b 7^). 

The l^ulld .'seleuion wnndov,' tFig. 3.7b) 
comes up Note sufiu* of the u ni:^ available 
10 build are Special forces, nul iroops. 

Tlic Uuild Selection menu loi* Traming 
rack lines IS Ihc «me as ibe one lor construc- 
tion yards antJ orbital ^Klp>aiJs In addition 
to the Build ummiand, ifu* menu has ilicsc 
opuons. 

♦ b'lOF' Stop l ruining ol current trooper 
regirnont. 
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♦ STATUS: Sht'w siauis ol current troop 
imining proiecl, it any This tells when 
Lht proieci will b< completed, 

♦ I^EKV'ED. Pre\*eiu your agent from using 
that iraming facility for iis auiomaied 
Manage Gan'isnn funenon. It may, how. 
e\'cr, srill av (fiat training futiluy when you 
select Build Troop* (rom the Agent menu 
There Is an other uay lo build Troops 

Right -did< on your iigem and select Build 
Troops livm as menu (Fig. 3.771 \\^icn the 
cursor ih an ge* Lo Urge ting cross hairs, seleci 
M desumiLion system. It ihcic is anidlr train- 
ing lacility available, the Build Election menu 
comes up Select the iroopci rcguncni lo 
build, and your agent wilhnsirua the near- 
est available training fadlity to build tlvr unit. 



Sutid Ships 


Build Facilities 
(3alaxy Ovsiviaw 

t 

Obje divas ; 

Managa Garrisons | 
Manage Production j 
’^Translate Coumerpart \ 
'Z Aaent Ailv^ra 




FtG. 3.77 YOU CAN USE YOUR ACiNT 
TO ISSUE A BUILD ORDER. 

TROOP TYPES 

The chart an ilw fullowing page shows all 
the irivper regiment types in the game, 
along with then ofJcnsive and de{ensi\t rat 


Ings. These numbers give you an Idt^a of the 
relative strengths of thev uni is * I roups with 
higher ratings tend w take longer lq build and 
cost more to maimam. Not all will be avail- 
able CO you utnil R'Sfl) develops that troop. 

FLEETS AND FIGHTERS 

Your sliips aif also an importarn pan of your 
defensive arsenal. A fleet orbiting a filendly 
system can intertepi and engage a hostile 
enemy fleei I'lghiefMti a system thar are 
not a pan of a fleet are considered ro Ix' in 
hangixr** on the ground rather than In orhli. 
However, these lighter squadrons hdp your 
defense* because they can engage an enemy 
fleet when u enters your sy>ierti bighiers and 
troops can also defend your siystem by detect- 
u\g enemy ngonis and Juiling their missions. 

COMMAND PERSONNEL 

iome of your cliaraner^ uin hold a command 
rank Admirals le^uJ Heets. Commanders am 
m cha)*ge of fighu'r *qutidrons, Geiierals are 
m charge nf i regiments. T\\\ a charac 
ter in command ol a land-based trooper 
togirneru or ligliLcr group by moving ihe 
cha racier onto the system, right -clicking on 
ihr characicr, and selccitng rommHnd and 
then the rank 

Having a character with a command rank 
enhances ihe performance ol the trooper 
regimcm nr fighter group The higher the 
character's le:Klcr>lup rating, the greater the 
enhance meni. Additionally, a commanding 
chyraLter with a high espionage raiit'g on »i 
?«>'5lem sgmlicanily enhances your ability 
tu detect and foil eneiriv mission* at chat 
system A commanding c ha racier with a 
high combai rating will increase your ability 
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Alliance Army Rsginutu 


Imperial Amy RegunenT 


Aiidck$(r«ngtii: 3 

RtwnbwdiwcH lvR*«isc. 5 
Odense Sii^rtg*: 5 


;Uiack Swngih; 3 
Rmntwrdnicm Ocferft< ^ 
Defense StrcRgih. 5 


Alliance Heel Rcjymcnt 


SionmrxMipcT Rcguneni 


AiuckSiwngib 6 
iUimbinJnrtm LVfcnse: 5 
Defense Strength 3 


Attack Strength t> 
Bt^mbardmem Defense' h 
Dden?*f Strcngih. 6 


Mon Calamui Regiment 


Dark I mo per Regiment 


Aiuck Strength' 2 
Bombartfmem Defense: 9 
IVfense Strength R 


Attack Strength » 
Bombardment Defense: 6 
T)elense Sirengih H 


Sullusian Kegunrni 


Imperial Fleet Regiment 


Attack Mrcogih. 1 
BombardmcTU Defense. 2 

Defers ^reugilt 4 


Attack Strength: 5 
Bon>hardiTH'ni Ddense 2 
Ddcn«c Siicngih 3 


iioor rtris 






• ;yv\ "•*\v.A 


EMPIRE Tn>oppr Rfftlmenta 


AI.UANLP, Trooper Rcjpjn»^rUs 


Attack ^trwgrh. 8 
Bom bard mtitu l^cnsr X 
Defense Strength. 2 


Attack Strength' 8 
Bomhardmem J?clcn«; 4 
Defen w. Strength: 4 


defenatve valuer SIneUU have two defensive 
values. Thr ^hie]d &irei\g:h is the armmni ol 
hoiTif,>ur\imeiu lirepoweT again si which the 
shield will delend the system. Combined 
^ll^fpower over thw amouni will get through, 
ilocnbardincm dcfensi* mIic ucnounc of fire* 
power It cake.s to knocl< out the shield Use If. 

CicnCorc l/^vel I shido are available m ht* 
manufactured hy Ixnh sides at the scan of 
the game. A*, ilu* game progresses. Research 
and Development may allow the m.vujfai.- 
lunng of die more eihcicm CenCore level 11. 
Thr OenCoj*e lacihcics are availnhle to both 
I he Umpire and the Alliance 1 lie Death itar 
.shield may only he used hy ihe bmpire 
PianetAry Batteries 

Them arc two i'l.ts'H's ol planetaiy batteries 
which fire on enettiy ^hips in orbit. Asuin- 
nuiy ofihe deferiMvc plane caiy batteries 
and their rdaiivc strengths is in the chan ori 
the next pnge I hese LNB. Setic.s haiienes 
fire lurlui Insert to danugc oi dcsirny enemy 
ships, or Tire on trooper tcgirtwrils (hat are 
imking mi assault. The LNR Senes 1 is 
available at the beginning of the game, die 
! NK Series II becomes available as ihc game 


io capinre characters on enemy n1s>vmn.s at 
that sysiem, il you have first del i vied ihein 


DEFENSIVE FACILITIES 

sysietns wiih a constivction yard can build 
defensive fadlilies on systems control led by 
your side lliese tficiliues arc cither shields or 
hall cries I’lancituy shields genmie a proivc* 
live shield arouiid the system, helping proteu 
it irom planetary as.sault A haiiery can aetti* 
ally tire directly ai an enemy Ilea in orbit if 
that fleet ininatM a pluneiary bombardincm, 
orac trooper regiriH'nis 1 1 they auempt to 
initiate an i«s;iuh i Iv lollowing two sections 
cover ihf ddensiie lauhtics m dewll 
Planetary Shields 

Shields help guard against plan ei ary avsduli 
and bombardment It a .system h.i*> two 
shidtls. your opponent will he unuhic to 
perform a plane lary assauli on il e system. 
Don't rest too secuicly, however, a deter- 
mined opponent in ay iry to knock out a 
shield with an orhuaf hoiiibardment or a 
sabotage mission 

The chan on ihe next page shows the 
types of planeiary shields and then lektive 
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l>caih Star Shield 


Gen Core Level I 


BombarUn»en! Defense’ 2 
Slileld Sirengd)' 40 
Gcn<!ore U*vet I shields 
tan ht manufactured by 
either sWe i he sun of 
the game. 


Bomhardmem IVfensc 3 
bhielJ ^rcngih 80 
The GenCon \\. a nvirc 
rc&ilieni shield. be< ttenes 
3\*aiJabJr via >vur side^ 
R 6 rDe irons. 


(Empire only) 

Bombard mem De tense 1 
This is a foolproof dcii n'^e 
dgsunst a OcJih Star being 
aciKked by fliKters. 


I 


progresses, Rcseanb .nid Develop 

mem cIToti^ 

The wond tl.iss of planei.jrv »>anery is 
iKcKOYn l^L' J’i ion cannon R.uhcrih.in 
dircaly damaging enemy ships iliis fatiliiv 
tirams encri^ from ihe jiuu kmtf ship, render- 
Its shiekU inoperaiive and pfeveruingu 
from finng ii& weapons An n'n cannon will 
prevent a bloskadmg Ifecl Ironi dcwUtfn: any 
missions miunng < lurawicr^k, or dcsrroy ing 
Si«cPoriesih3i psix> ihrough die fleet above 
the von lynnon. ion lannonsaWo fiic upon 
I r,\spet regmienis lhai are making an assauli 

THE TROOP FINDER 

L'h iKc Troop I indcr lo l«Hdic your in’ojw. 
or |ii't lo z,c\ <1 1 1 nick cvervirw ol how your 
crot'C' are disinhuied The I n Kvp Fimler t on- 
rol l^ one of die buiionsbeneoih ihcGabu.iK 
Inlotmauon Display (Fig 3.78 and 3 79) 


Hie TrcKip hinder screen is shown ui 
hig ' At' From dns screen enter the name 
ol du‘ «' >icm >vHi rv iiucrcsied m or stroll 
down die li« and >»'leor a svveni or fleet lo 
« can.h lo' '\v.ps labs lei you sean*h ilvrou«h 
a list ol A’.lunce tivxips “T Imperul mvjp^ To 
«|X‘n up I he ^yseem wui.iow for the fleeced 
»\siem or llee( . click on ihf Display bun on, 
or tloublc“«.lKk on ihc syslcni name lleti 
name. oi number under a li wi]' urn 

Chi k ^Ti the Clv»se button il yiKi dom w.mi 
10 bring up a window for a speulu troop 

GALACTIC INFORMATION 
DISPLAY DEFENSE MENU 

flic GaLxiii hiformalKm Display tan help 
vou locale \i‘ur defenn s Fig. 3 81 sbuvvs 
I he Defense >iih-mcnu 

When you M‘leer one ol dicse opUon', 
ihe Galacttc InUunur.on Pi->pUy will 
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PlANtTARV RATIJ RirS 


[.NR SIRIES \ 


Bombardmeni Detente* A 
Attack Sircngih 8lK' 

This battery has tuibo* 
Users, which can direct!) 
damage enemy ships. It 
IS available at the be pil- 
ing of the game 


INR SERIES II 


Bombard me ru Delense 3 
Aaxk Smrngthr 3000 
r.iis more adv'anccd hauery 
has lurboUscrs and is HvajI* 
able onh* alter eQons, 


KDY V.150 


Biiiiibanimpm Defence: 3 
Attack Strength 2000 
This k>n cannon n:duoe^ 
the enem> ships' shields 
and weapons energy. 
Having an ton cannon on 
a sysum makes it easier 
for troops, characters and 
SpecEorces to escape under 
blockade or bombardment - 


Tioop Finder 


no.yn iMnckiAireoopnNoui 


Troop Flndci 


nc 3 70 ALLIANCE TftOOe flNOta 


display large stars to indicate ihc locations or Peaih Star shields Ihe larger ilic >uir, 
of >0 jr Planetar) Baiienes PLanetJjy .Shield the higher the concentration oJ delenses on 
Gcneraiur*;, T Squadrons. Troopers. ihai system 
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TaD itst& orJy 
troops. 


Tab Hits only 
AHIdDCf troops. 


(<ors VtoNv ea^n 
cypf 0* ppop 


CtriO sftows the niimber 
e^eMll typ« o' troop 
on eaeti >y»t«<n or flc«t 
Doublo clkli er> a 
ivjinberof (be system 
O' fleet riAme co ^ lo 
tfM system or fleet 


Type a ^‘srem or flee: rtame to go 
dicectty to char system or fleet kii the Is*. 


Close Troop FirxJej 
window 


Locator Suoon; 

Close dlls window 
A(W open op System 
Defenses vN^ndow 
or Heec window as 
appropriate. 


nc. 3.00 TROOf aMMR WINDOW FOA CHARACTIKS 



%naA«iery 0 eKed«s 
\ netieierv KWeW GtMretMs 
^Hehttf Seiaerovs 
^7 reel's 
V Ot«m SUrr SM«M* 


T’ ns«M 

^^'Pe nt ei me l 

QAeseMtee* 

9 Oe«e»se 







^1 

iS ' * ^ 


S J 

' * 



riC. 3 81 CALAOIC IKfOflMAION DBflAY 

OirtHSi SU^MINJ 


ANALYZING INTELLIOCNCE 
INFORMATION 

Another part l>I )ourddtrnMNs' fliraic© 
should be to amu ipaic and [ireparc lor •‘(U’- 
wiIk a; lacks L st* imclUftcnif j^ihcrcd ln*m 
VLUir u^onis to idetiufv key enemy 

heel headquarteib Yom a^n.s will npon 
to you when ihc>' kul an enctn> tni*t5ion 
Note wluihcr vour opponent i* trying to 
sahciiy>;e -ot sutxesxJn in sabotaging — key 
defensive jry.^cnis. ihi> voulc mtliLaie an 
imminent attack. U )ou are playing the side 


ol the Alluncc, Uvm a |uimaiUrly vulnera- 
ble at i lie flair of the gjme since it ion rams 
key perHimu’k is not iiece^anly well 
dcfcntleil .md the l:lvlpl^• kmows you've 
Ix^n using II .ifl a base. O'nfldcr moving 
)our charaviert lo a saler >y*Acm early nn, 

MOVING ALLIANCE 
HEADQUARTERS 

.Mhance headquarters begins each game ai 
a randomly Kicaicd aysicm on the Oalaetic 
Rini II you arc placing ihe pan oi ibo 
Alliance, the headquarter^ arc shown on 
I he fiaUaic Information Display with vs Kite 
highlights around dw syiteoi The headqujr- 
lers iiscll b vishic on the Sevtor window 
•SOTE; If \ou Uf»* plflvhig flic part of Ihv 
Impire. fhe lucufinw o/ Kt Ind hrndf^unruT!? 
is unkfioH'n at Otc sn*»i of fhe gtiine. 

II IN cmical iluii Alliance headquarceis be 
wtU - defended When the Empire finds the 
HQ. it will almost cexiamly stage an attack 
Pay aticniii'n to reports fmui your agctiLS of 
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enemy Espionage and Sabotage nnssions on 
Alliance HQ. II' u ihr largfi of repeated 
misi^lons. the Empire ha> likely dt«^covercd 
(Ld liKiinnn. 

L.nlikf Impena] hcadquaners at Coru^tani 
Allianev beadqtiarrcrs can move, .b do this, 
drag the KQ k'on onto a new system or 
nghc-click, xleu Mnvo, liicn select tlvf des- 
tlneiion (hg }.Sl) Alicrnatcly, you can see 
how much iran^ii limt* ii will take for the 
mrve before you deutl^ for sure by selecting 
Confirmed Move. 


^ ^ ' Move 

ConftrffiBd Move 

Encydopedla 

SWos 


FIG. 3 82 ALLIANCE HEADQ.IART£-(S CAN 
BE MOVED IF NECESSAKY 

Obvumsly yau'll u'ain to prepare a w^-ll 
deiendtil bysiem in ser\'e as the new MQ 

Bring along some of the 
troops, Fighters, ^ind per- 
sonnel rh«it were helping 
defend the orlgln«d HQ 
locAtloii to help defend the 
new site. 

With any luck, by the time the Imperial 
fleets arrive, you will 1v long gone. 

If you do \wi‘ your hcfldquarwrs. you 
lake a creme ndou.s l^^s of popular support 
aa'oss the cm ire K you arc playing 

I he Empire, you miglu poisihly h? able to 
regain control oi Cotuscaru, T^‘^r the Alliance 


player, flow ever, nothing can be done. Once 
die headquanors Ib Ion. u? destroyed. 

DEFENDING KEY 
CHARACTERS 

In add ii ion 10 defending your key sys- 
tems, take cure lo defend key characters. 
Luke ikywalker, Mon Wothtna. Darch Vader, 
and Empeivr Pal pad ne are all likely to come 
under enemy at lack, since your opponent 
must capture your two kev characior.s to 
fulfill the gamei victory condi lions, Make 
‘iure they are based onsyitema lhai arc w eli- 
de fended, and due when ihey go ouL or mis- 
>ious. >iHi send dccovs lo nclp ptuttxi them. 

Winning the GAme 

Now that you have a solid grouiuling In 
Star Wars Rebellion, you tc ready lo play 
lo win. There aic numerous strategies you 
can employ to achieve your goals of desla'y- 
mg or capturing youi opponents headquar- 
ters ami ca[Muring its key diaracteis You 
can expand your comrol Iw exploring and 
colonizing the Calaciic Rim, or by winning 
over ncuiral systems tli rough diplomacy You 
can strike early at your opoonem, or ]^rcpavc 
.1 methodical build-up be jure making y cm r 
at lack. Roam ilic core setters with fleets of 
lerror, or st.ige persistent and annoying 
^ma 1 l sirikc.s, po«lbly sabotaging your 
opponemk n* fineries or censtmtuon yards 
to keep your opponent scrambling for 
maimc ranee and manufacturing capability. 

As your galactic influence spreads, pay 
attention to what your opponent is doing 
and where your re la live sircngih^ and wcak- 
nc.sscs are. Who coiUrols llu’ most systems? 
I.s loyalty for systems you tommi firmly rm 
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your side, or svill small flumw.ions in su;>- 
[lort cause you lose systerns? When you 
tneer your opponaii Iti l^acile, do you lend 
Lo be evenly mulched? 

ON TO VICTORYI 

Whci; you art' ready to auemp. lo fulfill the 
garnet vlaory tonduions, there arc a few 
I lungs you musi lu-eomphsh bdort' you can 
win You mu>L ilo ihe folbw'ing; 

^ Cw\PTURlNO KhY CHARACn'H^' 

It is not enough lo capture the key 
t'haractci'S to mt'ei your victoiy 
condiUons. You mu si capTUi*c uutf hold 
M(ui Mothma and I ukt' ^kyvalker or 
Kmperor Falpaiine and D^ifih Vadcr. 
These oliaraeters may esuipe with rhe 
help ol a hesaic nnasion. kee[i tlicm 
in a \vell-de fended system, or kec(i them 
moving. 

♦ uAPTURlNO CORU^CANT: Again, if 
you arc playing the role of the All la rice, 
ii Is not enough to ta[>turc Coiuscnm. 
Yt)u must capture and hole this stivng 
hold until ali three oofulninns arc met. 

♦ DlSlROYlNGALLLASCnilEAD- 
QUAR) I'R^ Taking ouuhls ^lronghold 
will be no Mnall feat You have io find 
It fu*sii Hunliermorc, the Alluince can 
move us hetKiquariers at v,i\\ Rev on 
naissaiice missions in unexplored 
systems followed by per.slswni Hspioiuge 
missions may be your hcsi strategy 
Once you locate Alliance HQ, your tirf*i 
step u ill he 10 mamiain a blockade on 
the svbiem. To destroy the Alliance KQ 
you need lo either destroy iHt Alliance 
headquarterb in a hombatdmvni. and 
take control ul Ihc system wnch ari 


assaull, or destroy the b.ysum with a 
Deaih '^tar. WTien the Alliance hcad- 
quimcrs is destroyed, u is unlike 
Coru>cuni. Your opponent won'! be able 
to lake u back 

♦ SATISFYING VICTOFY CONDI HONS 
\\Tren you hiivc rnei all of tire wciory 
Londitioirs. you will have won the game 

Checking on Your 
Progress 

Your agent can keep ycu ponied on which 
victory conditions youiand your opponent) 
have fulfilled Right-click on your agent and 
select lIh' Objectives option U ig VA'^}. 

Tlie Objective:^ window comes up (sec 
Fig. 3.8*^). No ftiinior which side you re 
playing, this wimlow shows you the airre.m 
status of all diiee victory conditions for eich 
side If one of these kev charaetcra 15 


8u(ld Ships 
Build Troops 
Build Facilities 

‘ , 

Object rves 
Menage Garri sorts 
Manage Production 
V'Tfansiato Counterpart 
^ Agent Advice 



no. 3 83 CHOOSt THE OBfafVES OmON TO CHECK 
ON WHICH VICTORY CONPmONS HAVE BEEN MET. 
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C hapter 2 '$ mim-mi%ions recominCTMlcd 
you skip mcr Siar Wars Rebellion^ 
ucutal mode when chrealenl^d by ibe 
opponent i ileet. It isii>tivenieni lo haw the 
option of stmulaimg bailie resuUs, I loweu'r. 
Star Wars Rebellion's haneb-on tueiical 
display is one of the mosi exciimfi and chal- 
lenging aspects of the game. 

Ships have diffcrcm capabiliries for 
orFcn.st'. derenv speed, and mancuwrabih- 
ly Some *.hips ha\f rracior beams to hold 
an enetn> ^hlp m place during auacks 
OlKers can generuu* gru\K> welU. W'hich 
preveni c'pposmg ships frotn withdrawing 
from battle As you cvpcnrm iii wiih ihe lat • 
tical game, you')) be able lo set up <. lose 
h 0 w your ^ips perlorm Maslc r i ng uc l k M 
mode wall help you build better lleeis 
SOI f: 1 hr bin \i Joprdki emr) fot fOih 
ship ii ils MS irlmivr de/entfse und offtnwe 
< Mp</bdi/jes I hr I fu m /t>fM*dkr cifso dftftih 
iOi h sh pp s pH p p p< iiho Jewitiirs sut h ers bon 
its speed (OMip<;rr% lo oihn >hips 


In taencal mode you take command of 
I he capital ships and fighter squadrons m 
>our fleets You arrange your ships into task 
forees and send ihem on specific missions 
m whtcheset aiuick formal ions you choose. 
You observe ihe bank in ihree dimensions, 
zooDUJijt m on mtecesung skirmishes or 
swinging your 'camera" around w make 
sure yx>u see all the action, At any time you 
can paasc the xtion to reassess the battle 


Weapons Systems 

l^-artiing aboui (he weepons systems with 
whkh your ships, arc «iuipj>ed befom you 
enier laencal mode will help you under* 
stand w haiv going on n a battle I here are 
three lypes of weapons sysienu 
♦ TURBOL^SER GUNb. On some capital 
ships cheae work panlcuUiTly well against 
01 her capital ships 

lOV CANNONS. These work well agamst 
uapnal ships* shields, and also disable capital 
ship systems such as engines and gun recharge. 
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♦ LAb.ER CANNONS: 1 weapons 

work well aj^amst lighters 

Not all ships have all kinds ol wcapun^.. 
The Encyclopedia entry and Sums Window 
for each sliip gives the details on which 
weapons each slnp has and gives a number 
indic-aiing how sirong ihc weapon is. Use 
these ntimbers to gauge (he relative strengths 
oi your ships. Nuie (he Encyclopedia entry 
speedies where on the ship ns weapons are 
mounted \vvt. ult. warboard, or pon. During 
bacilc, each *hip will automaiiudly muneu* 
ver CO position vtseU based on the pu&iUun 
of IIS weapons lor best weapon phjcemeru 

Entering TactlcAl Mode 

You can engage the tactical mode any time 
your fleet meets an opponent^ fleet. Tliis 
happens eli her when an enemy fleet comes 
into or hit jipoufui one of your systems where 
lleeu» or fighter .scjuiidrans are stationed, or 
when your fled goe.s mlo orhH around an 
opponents &y^tcfM thal ha? a Dm or fighter 
squadron groups Opposing fleds cun a bo 
meet in orbit above a neutral sysiem, 


When two opposing fleets meei, you ar<- 
inmicdiately nottfied via ihe liaiilc Aleri win- 
dow' (l'ig.4.1). N ole that thb window bypasK^s 
the droid messiging system, since fleet engage- 
ments muse be dealt with uruwdiately. 

To fAmdUirlze yoursHf with 
the controls In the following 
section, It Is recommencied 
fhi\c you read along while 
playh’tg a tactical game. Run 
Star Wars Rebell Ion start a 
new gan^c, attd Imt'ncdlacely 
gather some of your fleets 
together. Send the fleets to 
enemy -OCT up led systems 
until you engage your oppo- 
nent. A ciulcit way to pick a 
fight Is to start the game as 
the Alliance and then move 
a ncct to Coruscant. which 
usually begins the game 
well 'defended. 



SMtlc idcntlfludon 


Deacripcion 
oP sInjAtion 


S(muUte ResuUs: 
CKK fiete tor computer 
to slmulare b^crle and 
report or\ ouicome. 


VettMO Withdraw 
immediately to ncafcsT 
FrlenOiy system . 


FIG. 4 I BATTIE A .ERT WINDOW 


SutMe aumtnury 
ttfiis screen) 


- Aillaocc Foiccs 


itnp«ri»i torces 

System Summary 

lake CamiiMnd: 

Cl k k here to go to 
the gdrr>e'& cacjicai 
display. Let rhe 
battle bej^n! 
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Thii> wmdtw gr.'C5 you iht' local icui and 
description of ihc confromaiion I he u>tn 
miinds. 10 n\tu*c mio laciical rtUHie. simuliiic 
ihe baUlc rv^uhs, or Tcircac immectiaiclyanr 
*11 the K>uom i)f This window' Howes'cr, 
betdre you i one of ihcsc opr ions, you 
should nene ihe Alliance and Imporwl 
Forces buttons Uick on eiKh of ihosc in 
turn CO analyse the forces* involuxl b\ 
scrolling through a hsi ol the lapiial diips 
fighters, and troops in cash ll«i J'lg 4 2'' 


The battle logins wuh ihe game paused, 
your ca)Hial ships aru arranged into task forces 
ark) >our fighter squadrons arc arranged nno 
lighk'f grou^ss. You can give orders to you; 
capital ships mdividuiilly or by task force. 
You give orders to hghicr s|iudn;ns tlvir 
assigned lighter givups You may mspeci and 
give orders lo your ships when the gaine 
IS paused, your orders will not uke die a 
however, until the game is nrsumetl Your 
ships will uke several seconds lo respond to 



Heading showfl w+>cthef 
$nir>s As«lgr>cc( to a 
fi««t or or cf>e 


Capital ships about to 
eri^r baWc. ai>d their 
^55lgnffl fighters, 
MOO0S personrveK 


1 Battle at CoruscanS 

1 r^n * 

, i 

B- 


■ 3 


1 - 1 

1 1 

K\ 

m 


RcDjin to haute 
Summary scfccfi 


Scroll to see mote 
’Not a good 


nc.4.2 MfCMAL FOKCIS SUMMARY 


N'OTE; tydessyoMi persoiini'/nlNmrt !«/*»• 
rtimion <\bout your cipptmenr^ Jim wfcjlr 
tin Espionage missions rihcod of rimr. y'ou 
H'tmV know ihe I'miipfemenr of (t gnen jUft 
unlif you encounter it. 

Alter you vc bad j duncr lo <aze up your 
opponent, dick on ihc lake Coinmand hut* 
ton CO begin the biiuW 

The Tactical Display 

T[ic facing page shows how ihe main ia*.u 
(.ill dis]>lay screen appears at the beginning 
v\ a Katile (Fig 4 3) 


new orders. This command latency can be 
Induced liy* assigning a character as your 
I Icei Admiral m ihe siraicgic game. 

In Sly r Wars Rdiclt ion's (actical game, 
you can have as mu<h <ir as liiile eonirol cn'cr 
the baule deuils as you like You can idl a 
ship where lo move by assigning ii a naviga- 
tion point You can urll a sliip whai lo sluvn at 
by assigning it a target You can tisMgn your 
choice of preset maneuvers lo a ship, hglner 
group, or task force You can assign a ship 
spec ific Ifti afier das car^t) or gcnei*al nicer 
vlw nearvs* urgec' oidcis. After vou issue 
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Tuk forCM 


fighter g*oup» 


CofMot PmicIi 
Ihis i& wlicrv you give 
yMT n«e( etcf^ &nd 
set battle options. 

ThJS anM*» AppeararKe 
thangev (lepetwilrig on 
die <uncnl ccptvexi 


feukaiD^lapi 

Yout view of {he battle 


Kolocuiw Prame helps 
orient your perspective 

HIgMIglic ReM Ships 


rAusey Resume Hartle 
BaRlc Optkma 


Hlgntlght tfnperlAl Smpa 


Camera Controls 


VIC 4 3 TACTICAL DISPlJW 


fleet I'OTntTiandii. you watch ihe ban It* pby oui 
on thi' luLiical Display iFi** •* 3) The lollnw' 
ing«4'vuonsnc»tr ihcv lomnumly m douil 

Issuing Commands 

Before yt^u imti fiw commands m a shi[i. iii^ 
fofLc. or fighicr group, you niu»i «lco u. 
Sckcl all I he ship< in task kirce by cl a king 
on the la'.k ioi\:c number ai ih« top lt*li ol 
ihe scicm (hg, 4,4> bcicci nil ihc figlucrs 
m a fighicr group b>* clicking on ihc liglvcr 
groups Lolor ai the top risht of the sc«cn 
SdcLt a tflsk force or I'lghicr group from 
I his panel lo seleci jii lodnidiul capii.tl 
ship, Idl'd ick on ili.ti ship 
soil': You cotmol give onicn la indfvidmi/ 
^giuers, onlvyighrct groups 


When you 4f lea a u^k loire, the ihip^ in 
th.li titsk fon t* ure bigiilighied on the Ttutkal 
Display Niiir lhat ilic <.omrol panel on the 
right of Ihc Krecn v hunger u» itllcci nawiy 
sHecced uMiis (This panel will be dr^ribceJ 
m detail K'low) Any o^dc^^ you rmw give 
wiU apply to iIkx units 

YoLi tun diangc which diips aic usoijijicri u.i 
which task tbici\ To add n ship to iin existing 
task foixe. sdru the u«k lotto, hold down 
the C I RL key and then vUck on the ship to 
add Id create » new itisk force, CTRl &elsci 
the ships m be tn the bsK foru*, then dick on 
ilv blank spuce next to the highest number on 
the ixsk force panel at the lop of die screen 
A nuinlier appears in che lilank space; ihai 
IS now I he number of the new ia*.k force 


' Clkk on A number ig 
I &«lec< A Uuk ^sree, 

I Kighllghcing ihAl itak 

force’t punber y 


crick on tt>« next empty xo 
ueate a bew tAsk ferce up of 
ihipA Fof ex4mp«. eSek 
to ueAte task lercc irxee. 


Cilck on A color to 
select a ter group, 
r^ShAghClng ihAi ngMcr 
group's coiof. 


TICl a 4 TASK FORCl PAAtL 


ISSUING COHMANOS , {HAffLA 4 


NAVIGATION POINTS 

Niivi^'auon pfiincs are pavilions m space, 
rcpre^t-mecl on (he display by co ored pyra- 
mids U I?; 4 5'! Tlkere are four navi- 

gauon poinib. k> view ihcm. click on one or 
more ol the Navi^rion Poinl Sel builons 
m the control panel on ihc righi sude ol ibe 
screen. Each button toggles the uspb) ol us 
nspf cin*c nanganon set. You can have more 
f han one naviganon set displayed at a time 
Tfic four nauganon pomi sets 
\0) i.: }.eji-<lkk to tc/m ihmgs. <ighr-< licit 
to (wry;«'f (hiags. 

to U'll u ship or lask foixT \s here io go. 
select the ship or ia>l< lone, ihen nghi eluk 
on the destmuuon ruiviguiion point, I he poim 
changes color You may u ish lo eel a path 
To do chi4. ngh>c)ick on caeh point m turn 
while holding dtnsTi the CTRL key When 
ha i tie ht'gios, the ship wdl go to each point 
in die order you V lock'd ihem As ihc ship 
pubseb through each luvigaiion point m us 
path, the ^ol^ir ol the |)oini rci urns to normal 


lo remove a poinl Irom the poifu list, 
hold down the CTRL key while t-lkking an 
that point To dear all ihc points, you must 
nght<lick on a nav poini then CTRL- click 
on the same nav point 
iVOrt: 1/ you drf luddmg down the CTAi- 
Iro’ to ifi o path, hut cat h kmc vuu ( fith <m 
a ponu oni> that pimii is scJiclrd, U mitm^ 
you Iwnen'r seUclcd a slup. /lUcc. or 
fighur ^roup lo whuir lo ghr ihc order to. 

TARGETS 

T.acli ship task force, or fighter group can 
lar^i s|vcific enemy ships. To assigyi a tar« 
gel. firM M'lrti die ship, u^k force, or fighter 
group New. nghi iluk ^:n die enemy ship 
lo uri^t Currently >elceU,xl urge is are indi- 
cated by colored boxe> around enemy ship^ 
NOTE: Vo« enu rmilte rhr cmTciirly iflrdcd 
( Upikd shrp. I4sk force, er/tg/iiei gioup 
anatk die neoresi enrmv (hi/) o/ dir sumc 
lyfre (/ightn m utpitul \!up) kv smipiv 

pjcvsrng die .SP4CE&4R. 



NflvigaOofi fWtiC' 
posJtlorw In 
space. tepieserKed 
on the diaplay 
Cnlnr^d pyramids. 


N«rl^itt0n rolnt Set it 
Oe*iK In M<is set uc sc^nerod 
tw «cro«« hoioeub?, aiyi 
tiren t all vhlUle unless you 
ttjcm 9«il ye«jt display lliis 
buttcn turm on o( oft the 
display or the pdrirs 

Navljanoo Point Set 2i 
Tl>ese poVKs ar« scAfterM 
Ixoadly bui Oon'1 exioml 
asfat as Set I 

NavltaUon Point Set 3: 
arc cioset in to die 
ceme*of It# cuOe. 

Navlsanoh Point Set 4i 

eolnls are cJusiered 
very dosely together. 


iKias navigadon roMS 
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You am. ass»^ mulnplc iai)5ei5 u> J sKip, 
Us«k torcc. or fighier g'oup by holding down 
ihe CTRL key as >ou j^ leci ihe To 

cant cl a latgct. hold down ihf CTRL kev 
and dick on the iai|5cl agiutt To remove all 
targets C I RL-diefc on ihim or click on one 
and then C I Rl. click lo remove ii ^hip 
ta^k forces, and fighter groupj> tan have both 
a vice ted nasigiuion jxnm list anti j vlecicd 
largec hst ^hips w ill aHs’a>*s compU ie ihcir 
navigation point list hjffre dirctily aiuiking 
Lheir awgncd targets Targets arc auaiM'd m 
the order selected 

II )ou\c been iol low ing along with this 
section and luve set s^mie navigation paths 
and uirgds for your lleei now wmild he a 
good time to ve the bank in .u non 

The Battle 

All I ho fimc you've iwrii a5.*igjiing iuMg.tiion 
poim> and targets to your fleet, the bank I us 
been pauvd .Stan tlx I ui lie mwby dkkuig 
on ihe Resume Battle huiton. Your lied niul 
the oppofH'nt's fleet siari moving. Yoic the 
smaller, mare mancuv'erable fighter groups 
— repress' tiled ai the delauli itugnificaiion 
;is colored dob— leach their lan^'is faster 
ihati the caputil shi|» eWhuc dots tepreviit 
the enetny, others arc loloied according lo 
gauip ) Task forces move ui the speed ol Ihe 
slowrsi ship m the task lone. Ships in a task 
force usual Iv have similar capabilities tYou 
might wjint u*> Tcanange sour task forces st‘ 
faster ships travel togcther.l YN'uu h yo'uj ships 
as they follow the nav points you assigned 
NOT L: \u\ igation poims are dtsphnrd 
for your bme/h, Voii cen turn the 
navigfintm point di.splav wiihont affecting 
ihe^ath nssi^nments. 


THE ATTACK 

Once ships luve iheir orders and have 
released the Pause Battle button, ships Ivgm 
to move When an enemy unset is wiihm 
wfapons rar^. a slu(i begins hnng You may 
pause the gaitx at any lime dunng tlx battle 
lo give your ships new otxlers, or you may 
ajoi];n otdeis while the Kiiile is playing 

Sur Wars Rebellion Y uuiKal game has 
ammaiion atid pv'rotechnicb lo lu'lp you see 
whais going on Shots arc di>pl.i>vd while 
rravelltng lo (heir cargci as iwl < Alliance) or 
green vCnipire) dois Ion bursts are rep re* 
vmed as blue streaks Small explosiciiiK 
,ippcar on capiul sUi{H as ihcy arc hn Some 
of I he more sophisiiv.iied eapiul ships hiivr 
irauor Iveanis they can e*jiend around an 
enemy ship lo keep itin rang*' Tnwtor beams 
AK displayed as a blue ^loud Mirrounding a 
ship, A inKior Ixam makes a ditfuuli for a 
ship 10 maneuver 

Sound edevb am alwi miportam m i hr 
laciical game yim k.m hoar shots bem^ firrd, 
ships mcivuig and o': plosions. Ui addition, 
ytmr fleets notily you when key events happen 
l ighUT grou|« and ia>k fimvs report losses 
when lighiorsor capital ships are destroyed 
,\udio dl«is iiho conlirm new ord*‘rs 

ASSESSINQ DAMAGE 

How much damage a ship van take depends 
on Us shield sircr^U How much damage a 
ship inllivis depends on ib offensive capa- 
hihues. Yolk lan monitor how your ship.s^ 
and vour oppc>neiit« ships — are doing l>> 
cscamiiung ihe com el'll pat'll on ihe nghi 
side of the screen d ''g 4 6) 

The momtot di2>play> the status ut n single 
ship. U-rf: ibc arrows lo sc ml I through the 
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FfC. 4.6 MOSfTOR FOR CURRE'FaV SElXCFtD SHIP - THIS SHIP IS FULLY Of^FATTONAL. 


in 3 task fon'p. To-stUfi j cIlfTt'ri'ni 
ship, jefi*click on n on iln- TjcikjI Oisplay 
or .soUvL .1 <Jtj*fi'rt'ni I ask K>r^o ln»m ihe panel 
111 ihe top i 4 the sireeii 

ihc tndKaiors show him' eath ol ihe 
ships timL lions arc dom^ HuU ami Shield 
Indicators start out as a solid b.uc bar, indi- 
cating these components arc fully funnional 
The 'Shield Indicator isespci MlI) im^iofijni. 


since shields protect oiici s\*stcms on the 
ship When the hull or shield becomes dam* 
aged, the bar begins to turn red (Fig 4.7^ 
^^'hen iho bar is iioinpleiely red, ii tncatij. 

I he hull IS des(ro>»*il or lU- >ludd i» noi 
pmiiMing (ho siiip 41 :ill \l ij; 4,8^ 

I ach .ship lijj. a shield ixf^haw fcacuic 
IHirmi; bauW yog may nouce the dbicld 
Indkaior gets a little red. then restores itself 


Curr^tiy tdccrcd &hlp 


Srtert nexr ihlp in tA&h tore«, 


null imogrify 
$Me4«l Stieath 


HypervMce ei)f}nc» 
Soifus 


Tuctor Bmhi SUtusi THI; iyp« or 
rto«rs*» hAve i rraCTOf freflin. 


Weuud Power GerwraCDrSrarus 


SIMM OnefAtof btAlLis 


Srim provieu* aMp 
irt M<k inrr». 


T«iik lofce AksIgnmenI 


CrtcICAl Sy»tcn>s 


Contents of Ships 

Penoriiiel or trvopo, iF Any 


Currcni orOcri 


- Rerim«eMe9 
percent^se 
iiuruAe lo 



CQ blu?-. If ihc ship is under he;ivy attack, the 
shield damage may occur taller if^an ic can 
be rechiirged. Wlicn the bar ii cumpleicly 
red, your ship is extremely vulnt ruble, 
NOTE: L'nhfce oihcr s/iip sy^tens, (Ire 
Shieifi Recharge? imiy he damage before 
your shifids ore fcnor fei’d Oirt. 

Once shields are ggne. v^eapo is recharge, 
iraaur power, eiiguies and fiy(vrspacc engines 
are all vulnerable, li'lliesc sysierns ral<c damage 
or go oui. It will be indkcaLcd nn the moni- 
cor These systems will repair i hem selves over 
time in the laciical game, but only very 
slowly, and c.mly one system ai a lirnc. 



!f the ship Is being bacily 
damaged, you may choose 
to try to mal<e a strategic 
retreat rather than risk 
losing It altogether. 

OBSERVING THE ACTION 

Battles lake place m three dimcivsions. Star 

Warji Rebellion’s tactical game has several 


feauires to help you better obier\e the 
aefiun. All of these options apply whether 
or not like game is paused. 

HIGHLIGHTS 

You can display green or red wii'cfnmies 
around all the ships aligned to each side by 
pressing the Uighlighi Alliance Ships or 
Highlight Empire Ships hucions on the 
Control Panel U'lg 4 

Camera Controls 

The camera ui ihe fioitom of the comrol panel 
adjusts your view of the action CFig. 4. 10) 
ExpcTinient with i he t.amcra comiols 
iimil you ant comkiriable with thetr opemuon. 
rhi> eoturol has several leal u res to help you 
lollow ihe action. You can cemer ihe earn era 
on ihc currently .'^clccieduem by clicking on 
the buUon in ihe middle Tliis works for 
capital ships, lask forces, fighter giiaups, and 
navigation poims, Vmi can remember a cam- 
era position and aonrn, then recall them by 
clinking on Memorize. If you haven't remein- 
[lered a camera location, the Mcnuirizc 
buuon restores the dc fault cuniera view. The 



Highli^ts rrvAk« 
It easier to hxuv 
nn ships 




This biitlnn highlights or 
elms grffen wiretramcs 
.«oond Implre ships. 


This button highlights o; 
clfTks reel witciramcs 
ajourxl Alliwc^ ships 
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nkC««n4^ 

OkA hne lo movvjoif view 
umeca forward Owns in 
vl«w9cre«n movei^. 


CAfiitrA Z«om tn 


CUcA h«r« ro move ih« view 
towArd something ro the left. 


fiefurn CAfnera to 

McmorlMd reehloru 

Move« ctie rAmera iwA to the 
lA^r view wften you clkited on 
Memoriae CamerA ItnMIon, 


Oiek here to rneve yotr vlw 
eamefA bachvMrd lltenis Hi 
vicweereen move up). 

nC.4.10 CAMUACONTKM.S 


Asftltn CamerA Sub)e€t: 

Centers Ute view on the 
current sdecied )iem . 

Ca/mm. Zoom Out 


fto««e CAinerA tight? 
OKk here to move the 
tOWATd Tt>e ii^t. 


Meneilfc Cainera PekMem 
$Kvei Current view— you can reull 
rl>e view Uter by (kiting on Rerum 
M Memorized f^osKlon. 


fallowing knybti^riJ jUosv )ou lo 

qukkly ytnir oimcni vievr 

♦ l\) trfilrr ibt* carncrii on iht* t urrrmly 

sekclcO Ivcin. prc» l:N*l l* R. 

♦ To folloNv a ia»k lorce. prcso Fl-FW. oot- 
rcbponcling to Task Foaes J*8. 

To ioUow *1 fighier group, prcse F9 for 
red, FIO ior blue, Fll for gr^n. FI 2 
for gold. 

Tn roiatf, usr rursor arrow kc)S. dn(l ♦ 
or - ki’y^ K> 2t\>ni in and oul 

Maneuvers, Tactics, 
and Missions 

You can assign maneuvers, laauv or mis- 
stons loyouf ships! o give ihem greater 
autonomy lo make an assignment. Grsi 
select the ship, task lorce or Lghter group. 
Select an individual ship hy Icfi-cUcking on 
It. Select multiple ships by holding down 
ilie CTRL key while Icft-chckmg To srieci a 
rask force or fighrer group, click on ihe lask 


force number or fighter gniup color buuon 
it the lop of the vreen NeM, M'itxi the 
Maneuvers and laciics hutlon or the 
Select Mivsion> huii<.>ri (Ikg. 4 U ruid 
4.12) 10 g<> 10 the appryipnalc assignment 
si rrvn .All tirdef> you give will apply ic the 
selet ird unit or units 

MANEUVERS 

Maneuvers Specify an appmath vecior for 
your .ships, l ike navigniiori poims. they 
»|Vi ii\ I he path your thip will take on its 
approach lo a target lo assiffi a maneuver. 
Urvi click on the Maneuvers and Tactics 
button tins brings yoj to the assignment 
panel shown on the next jiage (Fig 4.1 
Here arc the available niancuvTr^ and 
ihcir descriptions. Maneuvers arc assigned 
relaiiv'c to the targcied enemy ship^ If 
you do n<x seleci i artels kir ywr mission, 
maneoverv will plot a ^.ourse rclauve to all 
of ihe enemy ships 
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N«>* 


TWk ) 


M(ulon»i 

Oick <0 go CO 
\ftt Mlsslont 
aiMgninent 
screen- 


X-Wmu:: 4 «M 0 


Maneuvers 
end Tectlcj) 
Click eo go to 
tne MAncovers 
Wifl Taetlc* 
asdgrin’iei’ir 
Kre«n. 


Visual Conflrmedon 
of Seleccerl Maneuver: 

A graphic represcnta- 
non of vector approach 


Hammer 

Anvil 


Hold noslllon 


LePc Hook 


Right Hook 


Rerurn tn Ship Display screen 
wirhout assigning orders. 

Assign Mancuver/TecclCJ Order 
and rervjtn co Sriip Display screen 


Name of 


group and 
any orders 

Kuml>eT of 


Squadrons 


Total number 


squadron) 

SquAdror 


FW. 4 1 1 TACnCAL CAMfS CONTROl, 
PANEL (CAPITAL SH I r?) 


FIG 4.12 TACTICAL GAME'S CONTROL 
PANtUPICI-rTlRS) 


capacity 


Maneuvers 
and TaCUes 


Missions 


nc. 4,1 3 MANEUVERS YOU CAN ASSIGN TO YOUR SHIPS 


WANEUVteS / CHArXl* 


















>\vx%v 




V>XV 




'm'X'xx'W;'':’ 


♦ LLI' I I lOOK: Plot« a course around the 
Icli side o) ihe targeted enenry ships. 

♦ RIGHT HOOK: Plots a course around 
the nghi side of the targeted ct\emy ships. 

♦ HAMMER. PUns a course around iht* 

I op of tire tai'geccd enemy ships. 

AN\Th. plots a course around the 
boiioiTi of (fie urgcced enemy ships, 

♦ 1 101 0 POSITION: Makes the ship, cask 
force^ or fighuM' group stop in place The 
*hip will noi aiu*inpl lo maneuver velauve 
to its largd while the stop order is in ctt'eci. 

Note that when you select a maneuver, 
tlie panel displays a graphic represenunon 
nf'ihe vector Alter you >e)vci the maneuver, 
dick the checkmark bucion to cun Qrni your 
orxicr. To cancel, click on the X button. 
NOTE: Onkrs do hoi gt' fniv cjfea umi/ 
you click OM f/ie cfuc/zirmr^t, 


Surround 


SlrtnJ Off 


IWturn ro snip 
Display s<r«ei) 
wtehout kUslftn 
Ing orders, 

AsslHTi crcl«T 
und reiutu to 
2 ihlp Display 
serenf'. 


FIC.4.14 TACnCS ASSICNMENTS 


you want to give your ships more local con* 
irol while you remain in charge of che bigger 
picture. Oriihe nexi page is the Assign 
Mission panel tFig 4.15“) 

♦ ATIACK CAPriAI. SHIPS' FhM directly 
toward iht muH dmigcmus capiui) ship and 
engages until the ^h^p i? ticHniyed, then K‘k'c:is 
the next, most dangerous capital ship. 

♦ ATTACK FICiHTERjs: Atucks only light- 
er's, coni Inu ally aujicking tlic most danger- 
ous fighter squadron until all arc destroyed 

♦ Rl COVhR: onlv) J?ends tlghtcm 

back to their capital mother ship to dock. 
RccovtTed [ighUT^ cannot ho guen orders 
for the remill rider of the haiilc 

♦ ATTACK nHAHI hlAR* (Allu/nu- hghten 
onN; Send fightetsun a Death Star attack 
lun. This can only be attempted if the I'^eath 
Star is picsciu, there is no Death itar shield 
generation piescnl on the svseem. it is not 


TACTICS 

)n a.«igmng tactics to yourship>. you arc 
giving them basic target engage me nl range 
and ^traiegy tFig 4. 141 
*♦“ ‘SURROUND: Fonn a spherical lorma- 
lion and order diips to surround their target 
at very do>e range 

♦ l?TAND OHi’; Korm a line ahrea^i of 
ships and take advantage ol a weapon range 
advantage, li'prescnu. Otherwise, yuiy out of 
your opponent s tractor beam range 
NO / r.* Ships wi// ifsc rhe Siatid Ojf inctic 
hv dc’/crMlfi 


Missions 

Assigning mi'>jiion5 to your ships and fighter 
squadrons iel^ them independenily decide 
which enemy ships to Uirget Autonomous 
target selection and engage me rii i? uselul if 
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IfMl 


FOR FOfTiKS AND CATfTAl SHIPS 


Wjrbdtaw 
hotn Battle 


SunuUte 
RemairKiet 
ot Battle 


CAme Options 


•ATIlt OPTIONS . CtlATTEK i i 


M»»al 

Coo%imlo«t 
0 «p^«C <t$pUy 
{ o^mlwlon 

— An«rk Cj 4>M 
SNp 

— AlUch flJbfW 

Recovo fljhien 
(Pi^lmOnly) 

— AlucK De«lh 
Sw^AUtfKe 
inpttm Only) 

Return to Ship 
DhpUy wlthoui 
maioriA align- 
ment 

CorArm mission 
I and return ro 
Dbpt^. 

FJCl 4 1 5 MISSION ASSKMMEr^ 


BATTL£ OPTIONS 

Ai any umc dunn^ locuc:.! ^mepby, you 
tan clu k on the Battle Options button on 
ihi* uunuiand panel to hr.ng up the Battle 
Options xreen «ii<iwn (v ow(Rg ^JAl 
Below are dessnpuonN of ilwse opriona. 

♦ WITHDRAW 1 ‘RC'W IWI'll I': Him orders 
your fleet to quu fightmji ami <Kicn)|X lo 
leave the system A conlirmmion dialog wtll 
ap|>car This option u only available il there 
K ai least one hypendm^napable ship und 
I here is a neutral or inendly system to with- 
draw* 10 Et'cn so if the enemy ships arc 
etiuipi'ed wiih Tractor l)C 3 ms or arc very tasi. 
they may be able lo pret'cnt your retreat 
An enemy ship which car generate a gi avicy 
well also prevents you ln)tti w iihdrawing 


under tonsl ruction . and there are more 
Alliance than Imperial fighters currently 
launched Only one hghier group ai a ume 
may aucmpi the IX'uih Siar mission 
♦ ESCX)RT The eston rmssionis eery 
important It is the best w^> lo p-oicci large 
ship^ fri'im fighters hckci a Usk one. fight- 
er jjwup, ot ship and ihcn nghKhtk on j 
tnendly 5 «hrp This will cause them to sur- 
round the friendly «hip .md take oppominuy 
fire at nearby enemy sesscls The escorted 
ship is uulKiUal hy a w hue box 

To cancel orders lor the curtcrily selected 
ship, task loae, or lighicr group, hnng up 
I he Maneuvers or Mission butun. deselect 
any selected orders and tonfiim wiihoui 
choosing anything else 


ric A 16 eATTLE omoNS 


Btftic 

0 pHon»i 

Click ro 
lywg up 
Command 
Pdi>et. 


Obwrve 

Bnrrlf/ 

Taka 

Command 

toggle 


NOTE: Mo^i Jinpt'rifW need lo df>ffe 

{»n a mplial ship to jiT<*> aini 

H'WWm>v ij there wnt ejiowg/i 
yptfcc, I ll.Jighiets ate mi mcpficm: /hr,v 
hflvc rhdr own hyperdme frtpfltij/ttlt:*, 
OLbbJ^Vi: mTlLF/TAKE COMMAND: 
This button in&irucus ihc computer le con- 
trol the battle while you oi'jwrvc. Click the 
^aine button a«am lo ukc l^ack control of 
vouT ships, 

♦ mirUTE 5AIT 1 ,1'. 'I his quits the 
liKHral game and forces the sfatcgtc game 
LO absir'icily calculate the battle resuhs from 
where ilte tactical engagemeru lell off, 

♦ Cl OSr. Closes Battle Options panel . 
GAM I' OPTIONS; This takes you Lo the 

Ljame Options semen. Here you can set 
some game options. 

NOTE: Although tht Game 0;»hnns <nccn 
ha^ <1 SOI of options i chi ling lo the iiinicai 
game, VI) u f flnnot change iht va/ue>. These 
op I ions are only available i/>ou eome to 
this str('c’rt/»f)m ihe strategic CoinmanJ 
Cemer or jiom the .Shuttle Cothpit. 


AFT£R THE BATTLE 

Battle continues uniil one side destroys all 
of the opposing uipiuil ships and fighrevs, 
nr until one side withdraws. Afier i he battle, 
ihe Battle Results window appears, 

\Orh: This wlmiow tumes up a( (he rml 
of evm hai (Ir, t'\en If you iMSfiiitrcd the 
game m simulate the hat lie. 

A\ the hiMtU' Resulw window (Fig. 4.17), 
you urn atiiilyze the battle losses for each 
side, Click on Alliance Forces to bring 
up a screen showing diyailed losses and 
casualties lor ihe Alliance side. Click on 
Imperial Forces to bring up a screen 
(Fig 4.iyi showing deliiilcd losses and 
ra^ual-cies for the Imperial side. Click on 
the Go Directly To... button to bring up 
a H reen ihai leus vou select the System 
Nvindow for iht‘ sv^iein where the battle 
took place, or the Floe, window for your 
ileei (unless il has been completely 
destroyed) In this Kcrten (Fig. 4 18). 
you can seWa mbs lo show dei ailed losses. 
Tabs let you choose whHher lo examine 



SumrTiAfy o^ 
iMicie outcome 


Bdttift St Kothlio 


fle«t victorious 


RArrlft ItKAelon 


Close window 


BATtle Summiuy 
(rN« sersen) 

AlllAdce Forces 


Imperial Forces 


Co diroclly to,. 
(Floet window Of 
System Window) 


F)C 4l7 BATTLE RESULTS WINDOW 


CMAnTfH a , «riiB THI SATTU 





SaUte at KcMi 


V^uk>|ti'rk 






1WW 


rt^>9n«r 


l«Atlori 

T«Us which sicl« rhis 
Informadoii Is to; 
T4IJ to bring up dettlls 
tor cApkrai ships 

Tab to bring up 
decAlli tor lighters 


$hlps In this folufnn a/e 
soil op^racton^l (burrt 
li>dKdt« th^ ate 
dAmageci, Jiowevef). 








Tab ro bring up 
derails tor troops 
Tab to bring up 
derails tor persornel 


Ships In this coiurnn 
were destroyed 
in IwRie 


nC. d. 18 BATTLE DETAILS FOR INDfVlDUAl. SHIPS AND 
PERSONNEL (IMPERJAL SIDE IS SHOWN.) 


I capiul ships, lighicrs, Lroop>, or personnel. 
Troop.s nr personnel arc likcl>' lo be irjured, 
caplurcd, or killed if ihe ship they art on 
is dcslTOyed, 


This wraps up Scar Wars Rebellious 
idcocdi mode Learning ihe.se commands is 
iusl the beginning. Mastering radical play may 
lake many ihallcngiiig l»ours. Good luckl 
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Multiplayer Games 

S lat Wars RcbcUum allovkS rwo players 
to oompeie hcad-io-hcad over a Local 
Area Network ^LAN). via modem. Area serial 
conneaion l^usmg a null modem eahle). or 
over the Imemei For hcad-io- head ftames, 
both players nquirc a Siar W'ars Rebellion 
CD m ihcir Cl> kOKl dnves 

rUying on the Intemci is easy with the 
Internet Gaming Zone (wnvwMone.com). 
The Internet GammgZi>nc t5 a free scnxe that 
allows >*ou to hnd oppi>ncms and Liunth an 
inicmet game amomaui'ally using your WVb 
browser For more insirm lums on using ihc 
Internet Garrung Zone, nder lo ihc Pbving 
Star Wurs Rebellion on the InienMi -<»viion. 

Setting Up A 
Multiplayer Game 

Inihc Shuule UKkpii. dick on the small 
[cartel at the lower left that depicts a l^bd 


^v^ 




•- ’‘* 1 ^ 


?iOldicr and an Imperial storm trooper facing 
oil (Tig. 1 ^ This will take you to the 
Multiplayer Configuration screen Ung 5,2). 


HG. s.l MUimAYSR PANIL 

Loading a Previously 
Saved Multiplayer Game 

II >ou wish to load a saved game nidde 
while p lav mg it muUipU^^r game, you will 
be able to load ii from die Muluplayer 
Ophon> ssrft n ^ (he Multiplayer Options 
section lor d<tail> 



'9^ 



loin gArn«. 


pTTKCCd 





' ^ prr,r.Hi 





orcvKler, 


>-«eugftmc. 


Caik^I 


no S2 MULTinjSYU COnriGUftATKM 5CU£N 


MULTIPLAYER 
CONFIGURATION SCREEN 

This scceen aUo'o you lo 
I Choose irom one ol ihe available ‘Kmce 
providers. The pR'vider lhai is vurrenily 
‘lelecied appears in rc<l 

♦ IPX CnNNTCnC^ for diri c.iviay. 

IPX Is a network protocol common I) 
u'sfd on a Uval Area Network \LAN>. 

II )ou are plaving on an IPX-compaiibk* 
network, i lun'se fhis service provider 

♦ TCT/U’ LONMCnON FOR DIRECTTbW. 
TCr/ir IS the network proiivol usr*d on 
ihe Inccmci. LANs muy u>e I CP/IP as 
well. U you are pla>inR an Imernci g#inu\ 
or are playing on a TCP/ JP LAS. clun>s’ 
thin HTs ICO provider. 

.VOTf'. ire ihr Pluving Stai W'ltis 
Rche/fjoM over (hi' Iniernei seefion /or 
tips cn plii}fnf> over the* Inrerner Kslng 
the TCP/IP pwliHoi or on thi‘ Imnnfi 
(Tattling Zone. 

♦ MODEM LONNtCllOS I OR DIRECT- 
PLAY Select ihis service providcT lo plav 


Star Wars Rebellion over your modem 
wil h a fnend To pUy a game omit a 
mc*dem uvnnctiion, make sure your 
riK^'m IS vXiimcojcd correctly and 
turned on befoiv elk kni^ Modem 
Cooneclion for DurelPlay. 

♦ DIRECT SLRIAl CONNICTION FOR 
DIRECTPLAY' Choose this provider in 
play a game between two uimpuk ts nvor 
a direct <enal connection \ou need u null 
iiKHlctii cable tor scrul cable wuh n null 
mcxlem ;id<ip(»Tl connected to a free senal 
port on the lu«. of Ivxh computers 
2 Choose Setup Game to luw a game, or 
Conned to Game to |om an wish rig game. 
The currently seleoed option will he 
depressed and the text will appear dark 
J VVhoii ycni have selected your options, 
vIkK on ihc right arrow button at tlie 
boll mil of ilic vTccii to continue To cancel 
and return to the Shuttle Ciickpit. dick on 
the X button 
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MMtfiv 


Spo^)tt< WOCC 4n»t%a( 


Csnc^i 


MoftvA runnnttian 


tf>cei your 
r>^ne here. 


N*An>e youf 8»*tTic 


Hosting A GAiTie 

U you fhoAc Setup Oamt\ you will (he 
Hosv Oiime s>cTteri (l''iy. 3 3): 

1 In ihe Player Name box, lype a name or 
mcknamc lor yourself. U'you do not speedy 
A name, it will default to your Windows ys 
user> name. 

2 In ifu‘ Clanif Name box, rype ln what you 
would like lo ruifTU' your U you do 
noi speelfy a name, ii will derauh Ui your 
koinpuicrV name, 

3 Wheel Tmishedk dick on the rlglu arrow 
button. I'his will lake you lo the Multiplayer 


nc. 5.3 HOST CAM E.SCMf.N 


CaiKei 


KG 5 A MODEM ANSWEK DIALOG 


Answer uK, 


*»- Arx)i>«<(C , 


Options screen, Fig. 5.^, urilew you are 
playing u direct moileni or serial game 'id 
go back, click the Jett arrow button. To can 
cel and return to the Shuttle Cockpit, click 
cm the X button. 


HOSTING MODEM GAMES 

If you are hiwnng a direci mndern game, 
you will be prompted with the lollywing 
dialog bo»: II ig 3 4): 

Select your modem device Irom the 
pyp*up UsL. We recommend that you leave 
your n*wdeni settings at their default config 


Ppoceert 
Cc Mck 


Choo»« your inod«m 
Jloin iti« l)»c. 


C(»n(1gur« tnMtm 
setiin^ 


uration, Click the Answer buiii)n lo wail 
for a call your opponeni Onir ihc call 
la received, you will be lakcn lo I he Multi- 
player Opuon^ K recn (Fig. 5,9\ 

HOSTING DIRECT SERIAL 
CONNECTION GAMES 

If you are hosimg a direct serul guit»r. you 
will sec a duilox bi« (Fig. 5 5) Lhoiv>e ilie 
communic^UlO^^^ X.OIA) port dial corres 
ponds to the serial pi'in ihai the null iruidem 
cable IS conneucti u» (usually COM I or 
COM 2). \Vc recommend thai you use the 
default configuralion for Baud Slate. Slop 
BiB, Pant), and FIw' Click OK to conunuc 
Co the Multiplayer Options screen 

bee the rrouhlcshooung Guide or the 
Technical Suppi^n 'Wciion ol the I ucasArts 


Web MIC (www.lucasjuts.u'm/siippori) for 
more mlormanon on setting up and leMing 
a dir^l aerial connccnon 

loinins ^ CAme 

If you chose Cunneci u* Came, you may 
be prompted for connec lion in format ion, 
depending on whK'h serv ice pMvider you 
chose A dialog box will appear il you 
seleued KT/IR modem, or dircu ac nal 
play I nler I ho nccessaiy inlormmioti m 
proceed vo ihc Join Game screen d ig 5.6), 

lOlNING TCP/IP GAMES 

It you are joining a TCP/IP game ihe 
fullowuig dialog l)ox will appear (Fig. 5 t’) 
For Intemei play you muni enter die IP 
address ot the computer that is hosnng ihe 


SecCOMPoft 



CcMwcboft 


hoc ««<3 

CdJicd 

C^Ave innings at de^ult. 


S« 6 tfP 9 (S<Hr 9 


riG s s D Aia si esAL chalou 




FkM 



(Hdee«e 

Cancel 

fnr»r F adcitc»» 


FIG 5 6 TCP/ie DIALOG 
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game and ditk OK lo proceed lo ihe )oin 
Cidinc screen (I 3 8) Ohc host will need 
TO identity his or her IP jddiT'W and gn*c i: 
lo you before vou ir> lo lonncti ' 

Sv I be Plax'ing Star Wars Kebcllion over 
ihe Internet secuon for ups on playing «ivrr ihc 
Intemci using (be TcT/lPprouvol aixl iruarm 
nctis tor playing I'm ihc Iniemei Oaming /one 
SOU ij >!»(» (Hf plavmg WJ rt TC P/W I A\. 
/rnvc the f?ox <md efiek OK. Dirrci* 
Play wfif sranhjos TCP/IP configuied 
floats over your fcMaf iieiMork. 

lOININC MODEM OAMCS 

it )v<\ arv jtKiiinga ivtodcm game ihe lolkwiing 
dialog box U tg57) vsill appear You musi 


ihc icnal Conned ion dialog box (Fig. 5.3), 
ihen choose ihe COM port ihai corre.^pondi? 
lo ihc serul port thai ihe null modem cable 
Lt connccied lo (usually COM I or COM i) 
VVe fi'comincnd dial you use the default 
voni igutaiion for Baud Rate, Scop Bus l^irtiy 
and I U'w, flick OK to contmuc to the Join 

OaTTie H T^*n 

|o1n Game Screen 

This Kreen U ig 5 allows you to choose 
your name or nKknanw for ibe game ««ion 
and choose which game lo join. 

I In ihe Pbyer Name bc»x (ype <i fwmc or 
nickname (dr yoursell II you do ni.>i specify 
a name, u will default to your Windows 95 

UHTv iiamo 


Dial (el<[>rtone 



Rw»C|,frev |? 5 s 75 ^ 








yvm . Fix 141 


2 l' 


♦ W ♦« s s 




Snt«r rdephotK nwmMr. 
- Oicose 


ielUos^' 


Cmemt^ f C*«cd -"I— 


CAned 
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enicT itu' phone nuinhcr of the person host 
mg the game and specify ^*ovir modem device 
fi\?m ihe pc'p up Ksc Clk k Coraieci... lo dial 
the phone When >\>u arc connected, you wiU 
lx taken lo ihe loin Gank* screen (Fig. 3.8). 

JOININQ DIRECT SERIAL 
CONNECTION GAMES 

' If YOU 3R' ioinuig d direct senaJ game, open 


2 Select the game you wish to |oin L tilers 
you are playing on a LAM where ollle^^ may 
be (1 laying Star Wars Rebellion, there will 
only be one game name bsted 

3 W hen iinislied. dick on the nghc arrow 
button I his will lake you to the Mulnplayer 
Options screen (Pig 5 9) To go back, click the 
left arrow buiu»n. Jo «.iui<.el and vium to ihe 
Shuiile Cnckpii click on ihe X buiton 
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Omom gdiftxy Sl» 
(sUA^d, Mrf« Of hug«) 


CfwiMC gAm« IcngTti 


Type ctiAr m«»Mge» 


m u 1 TirtATCi «noNS , c h a pti *i 1 fi r '*: 


CneoM your »irte 


U>»d miiltlpUyer 
Mv4>d CAiiie. 


View diAr n>«»Mg«4 
itnd jAtne 


SMt Cgme 

Tr^sWia 


CAAcel 


Multiplayer Options 

I hia scicrn allows ihr host to vdect iJu* ^mc 
paramcC{‘r> and load a previ»Hi>ly sa\ rtl 
This scrr.'n also both pla>i:rs chat wuh 
each other before the fian>e is started 

As the host, you must sekxt ^me fmramc- 
ters on ihe Mukipktv'er Options sercen (I ig. 5.9). 
1 Choose which side you want to pray, the 
GalaciK bmptre or the R.*ber Alliance CJick 
the red &\-rabol lor the Rebel Alliance or the 
gieen symbol for the Galactic Empire 


2 Choi>rt‘ a galaxy sire The choicer are 
standard , large, and huge 
4* STANDARD GALAXY is made up of 10 
sectors each with 10 systems, fora 
total ol 100 svstems. 
b\RGt CiAI.-^Y K made up of 15 
sectors, eac h wuh 10 sysiems, for a 
I Ola I of tSO systems 
HUGE GAI AXY is iieide up o( 20 
setiors, each with 10 s>so‘ms lor a 
(ouil of 200 svsiemv. 


Enier A nAire. 


Choose aam« IP Join. 


n& 5.9 MUtnPlAYlR OPTJOKS SCH££N 


Proceed 

Preview 


no. 5 8 |OIN GAME SeWtN 


Concft 


«o«9 pWH*tn-|W9H 


3 Choose Standard Gune or HQ Only 
Vlctoiy. 

♦ ST^\>JDARD G-AME: Capiurc ami bold 
enemy s barf planci and key peisunnel for 
victory To V. in in a standard game, you 
inu^t capiure dte sysiem that comaiiis 
the opposing side':? base it'tci capture the 
two leaders oi die opposing side. 

• Rebel Win Conditions; Capture 
Curuscant »nd caftture Emperor 
Pn I pm Inc ami Darih Vadcr 

• imperial Win Condilions; OeMioy 
the Kelxd hcadquaners und eyplurc 
Preside n; Men Moibrna arid Luke 
Skywal ker. 

♦ I IQ ONLY VICTORY: La pure the head- 
quarrel's only for wcior>', 

• Rebel Win Condi lions: Oipmrc 
Coruscain. 

• Imperial Win Conditions: l)e?iroy 
die Kehd lieadquartcis. 

4 Use the C'.ompose Chai Message window 
CHg. 5,ii) U) cxclungfc' me Mages back and 
forth with your opponent To clvu, c1k'I< youi 
mou?c m the space to the right ol ChaO 
then type your mcMage. Pre?s Enter to rfnd 
It Mes^sages wdll a p (tear in the Chat window 

5 When finished, dick on the cbeckiiiaik 
buticrn ill the bottom of the sti'cen to start 
ihc game, fn go back one scrccrt, tlick 
iiie left arrow Inuton. lo cancel artd rekim 
U) the Shuttle Cockpit view, click on the 

X Hutton 

LOAD A SAVED 
MULTIPLAYER GAME 

In load a previously saved multiplayer 
game, go to the Multiplayer Options screen 
and dick the Toad Game buKon to bring 
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up the Game Opium? screen, I his button 
will only be available if you have saved a 
game from a previous «Mion with your cur- 
lem opponent If you a-c loading a saved 
game, it will use the ga*ne size and difficulry 
settings Irom yourprevjous game. You will 
not need to tiioosc them again tmlcss you 
are starting a tu'W game, bee die Save Came/ 
Lojid Game sec non for more information on 
saving and loading games and using the 
Game Cloiitiguralion screen, 

Multiplayer Game 
Features 

In addition to the single player game 
features, the following leal u res arc available 
in a he ad- to- 1 lead game: 

MESSAGES (CHAT) 

I his fcatuiv gives you ihe ability to send 
messages or iiiunrs to your oppcneni while 
in ific Galiivtio Information Display. Thcrf 
chat message? are processed tli rough bi>*7 
or K2*D2^ meSsSiiging system 

'lo send or view a message, dick on 
5D-7 or R2-D2 lo bring up the Display 
Message Index (sec I'lg, ^.10) 

Click the Ghju Messages tab lo display 
any mcomingchai message?. Double -dick a 
Tiiessage to view it. 

Click the bud on on the bottom nglit* 
hand side ol the window to send a message 
to your opponent The Message window 
will be displayed allowing you to ty ]>2 and 
send your message (stv Fig 5.i Ih 

CAME SPEED 

*!he game speed uin he adiusiecl hy either 
playe r d urmg head - 1 o-he ad pla> I lo we ver 



S^w diac 

Delete »electe<t 
rn«sws«s. 

Select all mesMges. 


Incoming message 


F]G. 3. 1 0 DISPLAY IWCSSACE INDCX 



Close boTten 


Return m Dl$r>lay 
Me«MS« Index. 


Send message. 
Cancel 


PIC. 5.U COMPOSt CHAT MKSACf WINDOW 


the game plays ai ihf spited set on 

either com puirr, 'Iht available speeds are; 
Pause, Very Slow. Slow, Medium, and Fast 

PAUSING THE GAME 

If you need lu pause during a ho ad* to* head 
match, simply bring up the Ganu’ Opiions 
Screen. Your opponeni will receive a 
Wailing lor Opponent mossage, onul vou 
return to the game Alierrwiely. you can 
choose to pause or lIu' Oame Speed menu 


umilyou are ready lo play. ‘Ihcnjust click 
on the checkbox lo reaunie play. 

SAVING YOUR 
MULTIPLAYER GAME 

To save yuur multiplayer game, follow the 
''amc procedure as you w*ould lu save a sin- 
gle player game. See ehc Save Game/Load 
Game section for details. In muluplayer 
games, only the hosi player can save the 
game. Star Wars Rebellion will create a 
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%ivcd j^yine w both compiucij hi the same 
i^avcd game slots 

Playing Star Wars 
Rebellion on the Internet 

Star War« Rebellion uses l^ire«iWciV. ibe 
tTiulupluyer eomponeni of DrnfttX S O 
DireaPfay has support («>rTC.|VU* I he 
network protocol uwrcl on the ImettHH This 
means that >ou can challenge a Inetid lo a 
Star Wars Rebellion gyii>c anytime, provid- 
ed yon have access lo the Inicniet via an 
Iruerricti^rvicv Pn^vider 

GLTTINO STARTCO 

I or the latest uiformiUK>n about Mar Wars 
Rebel lion ami i^hcr Lucj'v\rrsmului>l»ycr 
games, check out the Rebel IIQXXtb pag»' .u 
www.rchclhv|.c«m. Here you will I mil 
upilated mformauon and news ul>oui yotir 
tavuriu* I.ucasAns miiliipbyer games, as 
well as links 10 the I ucasAris Hvtion of the 
Iniernct Oainmg Zone 

Tp tind opponents lot an Imernei game, 
you can (oni ihc Imemei (uimmg/one 
Once you lutve the Zone si'fiware ms . 1 1 led 
and a free memlx Tship set up with the 
Zone, you can play Star War> Rebellion on 
the Imcmct anyimie you wish You don't 
need 10 u.sc the Inirmci Oaimiig Zone to 
play tlu‘ game online, but Ji simplifies the 
piiKess of finding players and ji^mung 
inteniU games 

We\c also provided some uss'lul 
information to help you pby Star Wars 
Rebellion iliroctly oven he Inierti**! without 
ihc Inter ru‘i Gaming Zone, in coce you donX 
liavc Inter net Expleirer or just want to sec up 
vour owTi game You 11 also find a <.iU«'ary 


of Internet Related Icrms If you are not 
familiar with a tcim or aennnm used in tins 
manual, reler lo the Glossiiry 

PLAY ON THE INTERNET 
CAMING 20NE 

( he Imemct Uiming Zone is a free Imemcl 
^iTH* marchmakmg service ihiU .blows online 
pUyers lo meet up with other pUyers fuim 
aruutid the world and launch supported 
games such as Star Wars Rebellion, quickly 
and e.iaily AI) you neni i« an account with 
an Inierrut ^rvice Pnwider and Mjemsoft 
Intemei I <ploicT 3 02 (or later). 

To loin the Internet Canning Zone: 

I tWnrwct to your Iruernei 5i'rvio: PixjviUer 
1 Ijunch Imernci Explorer 
J In the Addrc* Ihix of your ^^eh fiTowser. 
type www.20iK.com and prc» 1 nirr. 

4 ' '1 we you arc at the Imemct 0am iag Ziinc^ 
welcome page, slick Now Player biign*Up. 
Enter ihe necessary memlvi mtbmunmn 
and lollow the mstrucuoris for downloading 
or upgrading the Zone vdiware 
5 You may be asked to rebi»oi your tompuU’r 
when the download luts completed 
To piny the gome In the Zone: 

1 M.ikc sure Star Wars Rebellion and the 
Internei Gaming Arne Siifiware have l«cii 
properly insullcdoti your sv'stem 

2 PUce Ihc Slat War> Rebellion CD m your 
CD- RUM drive but don i siaii the gume. If the 
games' I auncher comes up, you *.an tiosc it. 

3 CA>nrux( 10 yvuc Internet Service Pn>vidcr 
and bujicb I rue met Explorer. 

4 In the Addres« box ol your Web browser, 
ivpcwww-zonc.com and prcs« Enter. 

5 Oiiec vx‘u an* ai the Internei Clammg Zone's 
weU'onie page dick Play Ciamcs Now! iinil 
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Ciller iht' Member 10 and password that von 
chose during rtgistraiion, 

6 I 'his will cake you to the (jarmng Zone^ 
home page. Choose the Games List and piek 
Star \^^rs RclscUion frmn tlic Strategy Games 
earegory to enter ihe SiarWars Rcln;lll«m nxim 

7 rhoi'ise one of the Star Wars Kchdiion 
ZoncMaich lobbies on ihe rlghi lo enter a and 
find players 

8 Move your iruuise to one ol the game 
xpures Click die Host button on any unoe- 
' upieti g«ifTic square to host a game or dick 
Jciin iv iM your name to the list of players 
in an occupied square. 

9 Next to each player's name clwrc will be an 
Inccmei latency mdicaror. Tins metrv ipll< 
you the quality of your eonmviion lo ndier 
players. The 7u*me will niuiinely update I Hist 
indlCiUor to refleci all /one rTiembcrs' current 
eonnmion qtmlilies It is recommended that 
you only join gamo in which the otlier play* 
er ha^ a green indicator This chaii shows 
whm the colors oi the meter re present. 

bLACK • Unknown (The Zone hai? 

not updated this playerX 
suit US yet.) 

RLO - I’oor Connection 
YELLOW • Average Connection 
C»REEN * Ciood Conn eel ion 
2 GREEN a Best Connection 

10 Once any player luis selected to host a 
game, ibey musi wan m thai square* until 
another player has joined Whenever the lioii 

ready, he or die can irtiUiiie the game by 
clicking Play, and Star Wai-^. Rebellion will 
be launched auiomnlically on both player? 
machines. 

11 Fallow the insiiuctions on page 1 61 for 
setting the multiplay'er game options and 


starting the game 

12 If you arc done wii h a Star Wars 
Rebellion gaining se<?iion, and you wish to 
SI an a new Inicfnei game, simply exit from 
die giune la return to the Inten'iet Gammg 
/one. then click Resume to rejoin the players 
in the lobby, 

HOSTING YOUR OWN 
INTERNET GAME 

^ll^ >eclian explains the process for host- 
ing and loining Internet games without a 
matchmaking service such as the Tnternd 
Gaming Zoi’ie 

betting up your own Internei giimes can 
he somewhat difflaili for less experienced 
Internet users. If you have laiuhle, try playing 
Star Wars KebcIMim on ihe Imemct Gaming 
/one It siinplilies the connection pi*CH:css 
and provides a place to meet other pUyers. 

At) va need user* will probably lie able to 
lind players in n Star Wars Rebellion mom 
using an IRC Chat program. In an IRC Ghai 
room, you can arrange a game and exchange 
die IP Address, as mentioned in step 3 lx* law 
Please coasult tlic Glassary for mare irilorms* 
tion on IRC 

Suggested steps for hosting an 
Internet game: 

1 q.arinai la ihe Imemet. 

2 I determine your IP Address. This number 
i> usually dilierent each time you connen. 
You can use the IP Coiihgiiraiion Viewer 
titiduded with Windows 9^) to deicrniinc 
your IP Address. Sec the scciion below 
entitled Useful Intcnier Uiiljiies In eluded 
with Windows 05 for deiails, 

3 You will need in give y\mr current li’ 
Address in siirrivone nil e rested in joining 
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yont gam^. ]f you are playing wuh a fncnd. 
you could e*nud him or her This nornher or 
call (if you iu\e access lo a phone Thai isn’t 
tied up by your connection lathe Internet' 

4 Launch Star Wars RehcHion aixJ chcx« lo 
host a TCP/ll* rmillij'laycr game by folloviing 
iho host game instruui<»nson page 158 

5 Once the game is at me and you are wan- 
ing m the MuUipIaycr Opimnc screen, your 
c)p|xsncm wiU be able u»jom using the IP 
AcidreM you p^o^^ded. )iisi wan until he or 
she show's up m the game 

Suggested steps for folitlrtg an 
Interrret game: 

1 You musi obcam the IP AdUn-ss nf the 
computer hosimgihc game belote playing. 
You could urrange the game onlirv* ihn'ugh 
an IRC Chat pn>grain or obtain the ad^lrcss 
via e-mail or other means This number will 
usually change every iiitvihe hosi connects 
ici ihc Imetnei. 

2 I uunch Scar Wars Ke bell ion and choose to 
|Oin a TCP/IP multiplayer game by following 
the foin game mstruc lions on page 1 5^ 

3 Selea the TCP/IP piaiocol a* your service 
provider 

4 Enter the IP Address when prompted and 
click OK. fk sure ;o enter the number 
exactly and include jieruids lo separate ihe 
numbers, A valid number will look 
sotnt'fhmg like this. 

199.3.89.200 

5 Once you have emcred a valid IP .Address 
and dicked OK, Star Wars Rebel I Ion will 
search fur the game If the game i^ni found 
click the left arrow hution lo go biic k and 
try again. Carefully rc-emer the IP Address. 

6 When the game is found, dick the ^^me 
name, then dick ihe right arrow' bution to 


connect and pmccedio the MuUiplayer 
Opiioriv screen. 

Useful Internet 
Utilities Included 
with Windows 05 

♦ IP CDNFIGURAI ION VIEWER: This 
utility allows you to view y<iur TCP/IP sellings, 
such as your IP address, lo join an Inrernct 
game, you will need to know ihe IP Address 
ol I he computer hosting the game. The host 
um u?<' the IP Con Ugu ration Vieweno 
ideriiify h« or her IP address iind give you 
ihi^ n urn her so that y*ou can Und the game 
on the lmertH‘ 1 , 

To obuin your IP Address: 

1 Conrvra to your 1:>P 

2 Click the Start button. 

3 Then dick Run 

4 rv(>e WIKIPCFG, and pres^; Enter to 
display the IPConligurauon Viewer. 

5 Clivk (he arrow' to the nghi of the drop* 
dt»wii bivx and select PPP Adapter from the 
list (il mve.^ry) 

6 Make note of ihc number inihe IP Addre« 
window. I his IS your currctu Imernei IP 
address You will need (o give this number lo 
someone who wishes lo join your Internet 
game This addreas will usually change 
every time you diss.onnecl and re-connccc to 
your You can now* minimize iHe viewer 
and vour IP address w ill be displayed on 
ihe taskbar 

PING COMKLYND You can use ihe 
E>OS-based PING command to determine 
lateoLV beiwecn you and ibc host. 

To use the PfNG coirnnanct: 

1 Click on die Start menu, then choose 
Pmgrams, 
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2 Click MS-DOS Prompt lo open up a 
DOS window 

3 At the MS-DOS Pn>mpC l>pe Ping 
followed by the IP acldr«^ ol ihc hos! and 
then pTcss Tmer 

For example. 

C:\Wi ndow*s>pmg 199.3.89.200 <Emcr> 
You will tben &ce someihmg like iHia: 

Plr.j.iw isr.3 .99.;o) -<i> M Vv"* ^r.'- 
SMly nuib :Mi byrHu'i^ Mnw> **4 Wh 

••m i».l tWw«J0>M rrw u 

^iV l?}.3.n,2CO. |yl•*4^2 r* TTL 

Kcpiy ^ei* bv:«*«32 <n.::a 

The PINO command will “ping' ihe ho>i 
four limed and return the above hforniaiion 
Ihe number following “lin®*" your 
latency An average latency of 300 rn$ 
CmilliMConds'l or less is genemll>' accepuWe (or 
playing the game, bun he lower i his number 
IS the better your game expcnence will be. 

A ‘Pirig time' of 30i> n^s or less (a\’cragp) w 
optimal fur playing the pmc 
>%()/ f . If you get R«quesi Llmexi uuz 
tnc'dddge one or niorr timrs nhift* pinging 
a host, vou wl/l /ihetv expr^rirnir |XN»r pec* 
foiTttonce wfii/e pi^timg Krth thcil host. T»y 
recomirrting lo your ISl* am) pinging again 
to set’ i/y<mr t emne ttion improves. 

Internet 

PerformAnce Tips 

♦ YOi: Nl hD A gCAUTY CONNECTTON 
TO UiH INTERNET The Iniemci is 
alwa>& changing and is unprcdinahle by 
nature. If you has'c petformaiKc pri»blems 
while playing onhne, di!>connj\:t from 
your ISP and reconrvci u> gti a beiicr 
connection. If you do this, remember 
your r? address will change. You may 


also have a heUer experience hy playing 
at otlicr limes of the day or nighi , when 
the Iruernel is less congested. Si'>me 
commcrual membership online ?.ervjces 
Ihdi oRer Imemec scoo<fi may noi per- 
form adequately An indcpt'ndent or local 
Imemec Service Provtcler will generally 
oHer the best performance. 

♦ CONNECT TO Tl IP IMERN'ET USING 
YOUR MODEM'S HIGHEST SPEED 
rOS-SlBLE Wfien yc>u connect w your 
ISE you will see u meisage Connected 
«i 28800 bps or something similar. 

♦ IT IS IMPOK I AN I' TO HAVE A LOW 
lATENCY CONNECTION A laivncy ol 
300 ms or less becwccn players us accept- 
able; It is neconunended i hai you luive an 
as*erage latency of W ms or less. Refer 
to the PING command m the Useful 
Iniemei Uillltlos Imiuded with Windows 
95 section for morv if.lormaiion. Some 
online membership services that offer 
access to ihc 1 me met <ihrougli their 
propnriary dial-up services) have high 
Uirmy and may not perform well wuh 
Star Wars Rebellion. 
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Glossary of Internet- 
Related Terms 

AclivcA; i> a uvhmilogy devctopedby 
Microsoft to a]losv in-]\\c aninucion and 
other active comcm wiihm any Web page 
ilim uses the lechnolosy *lo vic-w a Wch 
that u«s/\cnvfX, your V^b browser 
niuM lu\e ,'VriveX suppon. 'Ihe Intern el 
OamitJi; /one uses an/cnvi'X lobby »nd 
thus ivtiulrrs *in AcnveX-compatiblc b ivw.se r 

Ban cl width: The iinioum ot'dfiia ihat can be 
crammiLicti or received in a given aniouni 
of' time I'Oi* exam file, a 2W.H me>dcm can 
send and receive ai kfifis (kllobiw per 
second) arid an IbDN uird can imnsmlt at 
speeda tanging trem 5b Kps (Kllobyies per 
conti) 10 12H Kps. 

Client Ccd.sii see Hosr): In mulupbiyer ^m* 
ing, a cliff 1 1 refers to a person who Is foiniri^ 
a network ^ame ihai has been created by 
another player, "I he ]i layer thai creates the 
game is rderred lo i fie fio.st lor server) 

Direr Oil DitvtfX is the API (Applications 
programming Interface) that S.ar Wars 
Rebel) loti uses 10 access youi* tom pule rs 
hartlwiire f>t/^rfX has been developed by 
Micivsuli to inicgratc into the Wintlow.s 03 
operating ^y>lefTl und provides games with 
a standard mcihotl of direct aevess to the 
advanced lea lures of your computers hard- 
ware. without having 10 develop speciftcflUy 
for chat hardware. /.iircc/X is made up of: 
DirvcrDtaw for 20 display capahi lines. 
fXr.Yt.3D for .3D dtspla>; /Xrc'i. /.Sound foi' 
b,ound capabilities. Direct l*lny lorimihi* 
player capabilities and Dirx’ctJnpui lor 


inpui clc'^'ices «;uch as mice, keyboards . 
and joysticks. 

Host (aUo sec C/icnO: The host is the com- 
puter that cmites the niuliipiflyer game for 
others to join, The hos> cornpuicr a1«iO 
handler a lot of the chores associaied wiifi 
communication between pariici punts Inn 
muliiplayci game. 

InUTnvi: The Imemctis an internetwork, 
or network of smaller networks that spans 
ihe entire globe. ‘?mce lis inception in the 
1970s, the fnu'rnei ha:* grown to epic 
propoiiions uruJ, m fsevnee. has become a 
public network 

IP Addrcs.s ( Interne l Lhvlocol Addrexs): 
Hills 1 s a number tlut is assigned to all com 
fxiiers on a TCf/lP network. Your IbP 
a.ssigfis one of these to you whenever you 
conneu lo ibo Iniernet, You should use the 
Ih Configuraiion Viewer to obiaui this num- 
ber if you uiv ho^iiingan imemet game 
Refer to the IP Configuration Viewer in the 
Uselul internet Uuliuos Included with 
Windows 95 srciion lor more mfornuTinn 

IPX (liilcriictwoik Packet txchange): 

I Ins nciwm'k protocol used in Novell 
N el wan' compailblc networks It is the most 
commonly uwd protocol for LANs borne 
comineivial g-nning sctmccs such as Kah 
and I tile met Gaming /ones ZoncLAN allow 
IPX games to be played over the Internet 
usmg custom sohwiuc Thi^ snfiwaie 
converts IPX packets lo I CP [lackeu for 
iransmission over the Internel Star Wars 
'Rchclhmi IS .supponcu dittolly by ihc 
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Inicrncr Gairung Zone, bo ihere t«; no need 
U' play II using ZoncLJiN 

IRC (Imernci Relay Chat); Using un IRC 
program ^nol included with Scai Wars 
Rebellion, bui ii\'a liable as shareware from 
many sources on the Inccmet), yi^u can con- 
ncci 10 chai rooms aiross (he councr)' U is 
hkely fhar you tan lind chai moms dedicated 
10 In re met gaming or spcufieally Scar Wars 
Rebellion, in which you can exchange IP 
Addresses and arrange Intern ei gatnes. 

ISP (Irmrnct Service Provide r); A company 
or service ihai provides local dial-up uccess 
to the Imernel over a modem, usually lor 
a monthly iee Some online services offer 
Internet access as pari ot a number of 
•serx'iccs. These lypes of ISPs may not be 
adequate for online gaming due lo ihc 
inherent latency caused by the overhead 
ol iheir pn^pnciaiy sct^'ices. 

IAN (l.oidl Area Network): isvo or more 
computers connected together with network 
adapter card> and network cable. 

Latency; Luency, or Inirmet lag as It ts com- 
monly refcired to. is a mt'iisure {in millisec- 
onds) of the amount of umu ihai ii ukes for 
daiii 10 1 rav'd from one compute* lo anoiher 
and hick, ovtT a network or the Inirmci. Thi^ 
lag I line can he mcasui'cd using ihc PINO 
command. (Sec the Useful UliliUcs seel km for 
mom inlurtmiiion on the TING command 
and latency'. I.aiency i^ usually not an issue 
on a Local Area Neiwork, l?ui on tlie Imemec, 
excessive latency can cauv game performance 
to degrade subsianltully Whrn playing any 


game over the Iniernei. ii is important to 
have a low latency con tut.! ion. High latency 
can cause poor multiplayer performance 
and can decrease stability 

Network Protocol: This is the method, or 
langimge. ihai compute is use to communi- 
cate with cadi 01 her over a network or the 
Internet for coinpuuns to be aide to com- 
municate over u network, they must shair 
a common pivlL^col. Ins common for 
Windows 95 tompuieri> io use more than 
one protocol at the same il me for compati- 
bility with various networks. Common pro- 
locols are IPX, Netl^LUl. and 'ICP/IH 

Pucket: A single unit of data sent over a 
network nr the Internet. When coinpuiei*s 
communiaiif wiih each other, they group 
their data in it) a form called a packet. Each 
packet ol in for mut ion is ihcn addrcMcd so 
that It can llnd us wny lo ihc imcnded recip- 
ient Games work bcsl if ci*cli packet sem by 
ihc game is raceived ititaci and in a iimely 
manner, Onovercrowdetl ^eLwt)^k^ or ihe 
Imemct, packets can get lost or dropped, 

In ihls case, the packet is re-sem, requiring 
exini work for I he sendir g computer and 
creating more dnui ih«r needs to be sent 
through your modem Tixeessive dropped 
packets can cause iH'rfornuincc problems 
dunng gameplay. und slningc phenometta can 
occur. Tiy playing ai difforoni limc^ rn avoid 
ptlmc-lime congesuon of ihc I me met and 
you will most likely sec better peHormancc. 

Ping: Tilts a DOS command line program 
(iticluded wiili Vv'indows 95' that allows 
voii lc> measurr latency between your com- 
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purer and anorhet ccunpuicr on a TCP/IP 
necwork or the Incemei. IL ?«t'tKlh a .«mall 
a mourn of data lo an IP Adr!re^> you specify 
and a wans a response. ’ATien i. geb a 

from che other compuier, u will 
display (in tnilliscconds) how long ii uikrs. 
for the data la make tiic trip over ihe net- 
work, '1 his is culled "pinging’ the host, 

PPP (Poim-io-Poini Protocol); You must 
have a PPP account wiifi an Tn’ernci Service 
Provider USP) to play Star Wars Rebellion 
on the Imcrnet. II you urn hrowse the Web, 
you most likely have this type of account 

1 CP/IP: Tliis IS a network protocol used on 
I.AN> and ihc Tntemei. You need ihb preno 
col loaded and cnnfigui'ed piupcrly to play 
TCP/IP games cm the Internet. If you are 
connected via modt'rn, you should have 
this protocol con figured for use with a 
Dial-Up adapter, We (\*commcnd that you 
use Microsoft V PC. P/I H prcMOcol that is 
supplied wuh Windows 05. 'Ifiird parry 
TCPAP software has not been fully icstcd 
wiih Sidr Wars Rebellion. 
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